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The Scorpion of Arantis 


There was a man from Kaynelesh-Ma 
Who trekked for days and afar 
He travelled the length of a land 
Lending all its folk a hand 


Countless monsters he defied 
and no matter how hard they tried 
The Scorpion could not be killed 
Every mission he always fulfilled 


Evil sorcerer, arcane mage 
All had lived through the age 
The Scorpion then made it be 
Another day they wouldn't see 


He passed through dangerous lands 
And trudged through sifting sands 
He met many a Goblin horde 
And slew all with his sword. 


It was one fateful day 
An Evil God came his way 
Scorpion defied the evil Sith 
Whom he defeated to myth. 


INTRODUCTION 


You are the Scorpion, a seasoned adventurer and mighty warrior. Your travels across Allansia have 
made you many friends and enemies, you have gained much knowledge from such exploits. You begin 
this perilous mission upon your return to Kaynlesh-Ma, prosperous city-port of Arantis. Before you 
embark on this adventure you must determine your initial Skill, Luck and Stamina scores with dice. 
Also, if you have played a Fighting Fantasy Gamebook before, you should glance through the rules as 
there are some new character aspects. 


Skill, Stamina and Luck 


Skill 


Roll one die. Add 6 to this number and enter the total (it will be between 7 and 12) in the SKILL box on 
the Adventure Sheet. 


Stamina 


Roll two dice. Add 12 to the number rolled and enter this total (between 14 and 24) in the STAMINA box 
on the Adventure Sheet. 


Luck 


Roll one die. Add 6 to this number and enter this total (between 7 and 12) in the LUCK box on the 
Adventure Sheet. 


For reasons that will be explained below, SKILL, STAMINA and LUCK scores change constantly during 
an adventure. You must keep an accurate record of these scores, and for this reason you are advised to 
write small in the boxes or to keep an eraser handy. But never rub out your Initial scores. Whenever you 
are awarded additional points to either of these attributes, you may never exceed their Initial value 
(except on rare occasions). 


Battles 


You journey through the dark and dangerous lands of south-west Allansia, inhabited by hostile 
creatures and evil folk. Should the situation of an encounter arise, you may be given the option to escape 
a conflict. However, if you are not allowed to flee the combat - or if you choose to confront the foe - then 
you must resolve the battle in the way described below. 


First, record your opponent's Skill and Stamina scores in the first vacant Monster Encounter Box on your 
Adventure Sheet. Also, note down the entry number of the encounter. The sequence of combat is then: 


1. Roll two dice for your opponent and add their Skill score to the total rolled. This is the opponent's 
Attack Strength. 


2. Roll two dice for yourself and add this result to your current Skill score. This total is your Attack 
Strength. 


3. If your Attack Strength is higher than that of your opponent, you have wounded him (proceed to Step 
4). If your opponent's Attack Strength is higher than yours, it has wounded you (proceed to Step 5). If 
both Attack Strengths are the same, you have avoided each others blows - start the next round from Step 
1 above. 


4. Subtract 2 points from the enemy's Stamina score. You may use Luck here to do additional damage 
(see below). Proceed to Step 6. 


5. Subtract 2 points from your own Stamina score (unless the text instructs you otherwise). Again, you 
may use Luck at this stage (see below). Proceed to Step 6. 


6. Make the appropriate adjustments to either the enemy's or your own Stamina score (and to your Luck 
score if you used Luck in that particular round). 


7. Begin the next Attack Round by returning to Step 1. This sequence continues until either the enemy's 
or your own Stamina score drops below zero or below (death). 

Fighting More Than One Opponent 
When you have to fight on certain occasions, there will be more than one of the enemy. If you are 
conducting the battle in an enclosed area, for example, they will approach you one at a time. Therefore, 


you must fight each one in turn, as listed. 


However, should the foe attack you together, you must fight the first opponent normally and then fight 
the second opponent. If you have the higher Attack Strength against the second opponent, you have 


only parried his blow. If he has the higher Attack Strength, you must reduce your own Stamina as 
normal. You must conduct the combat to this special rule until you have despatched all but one of the 
foe, by which outcome you fight the lone opponent normally as described in the Battles section. 
Remember: this rule may apply when you are fighting more than two opponents! 


Luck 


On certain occasions during your adventure, the text will instruct you to Test your Luck. The success of 
your mission could at times be decided by Fate. 


The procedure for Testing your Luck is as follows: roll two dice. If the result is less than or equal to your 
current Luck score, you are favoured. If the result is higher than your current Luck score, you will suffer 
the penalty. 


However, every time you Test your Luck, you must subtract 1 point from your current Luck score. 
Therefore, relying on Luck becomes more riskier as your adventure progresses. 


Using Luck In Battles 


In certain paragraphs of this book, you will be told when to Test your Luck. Such an occurrence is 
compulsory, but you always have the option of Testing your Luck in battle. 


If you have just wounded an opponent, you may Test your Luck as described above. If you are Lucky, 
you have inflicted a more serious wound and may subtract and extra 2 points of Stamina from the 
enemy's score. If you are Unlucky, however, you must reduce your opponent's Stamina by only 1 point. 
This is the risk of being Unlucky during a combat - besides the wasted Luck point! 


If your opponent has just wounded you, you may Test your Luck in order to minimize the wound. If 
you are Lucky, you may reduce only 1 Stamina point instead of the usual 2. If you are Unlucky, you take 
a more serious blow and suffer an extra point of Stamina. 


Remember: to subtract 1 point of Luck from your current score each time you Test your Luck. Should 
your Luck score ever reach zero, then you'll be in dire trouble whenever Luck is needed to save your 
neck! 


Restoring Skill, Stamina and Luck 


Your Skill score will not change much during your adventure. The occasional serious wound inflicted by 
foul magic or poison may decrease your current Skill score, whereas powerful potions and spells will 
help to increase it. 


Your Stamina score will increase and decrease frequently during your adventure. Combat will help to 
reduce your Stamina, as will accidental injury, but there will be occasions when you are able to restore 
points to this attribute, by consumption of provisions or other magical means. You have some way to go 
in this long and perilous journey, so watch your Stamina score and use your provisions and any potions 
wisely. 


Finally, your Luck score will be tested at least several times during your adventure. Try to find charms 
and other Magic Artefacts that could help to increase your Luck score. Certain situations where you're 
particularly fortunate or blessed, will increase your Luck, whereas terrible mistakes and evil curses will 
serve to automatically reduce Luck. So, even with a high Luck score, beware the manipulations of Fate! 


Food and Water 


Every adventuring warrior knows that food is vital as a form of sustenance. You begin this mission with 
12 meals to consume during your arduous journey - 8 if you are carrying a bow and quiver (see below). 
However, there is one point to remember in using such vital supplies: the text shall instruct you to eat a 
meal at certain times in your adventure. This means you'll have to erase one meal automatically - 
without gaining Stamina! Trekking southern Allansia proves tiring indeed, therefore you need food just 
to keep your strength up. This then leads to a second possibility: if you have no provisions and the text 
tells you to eat a meal, you must reduce your Stamina by 3 points! Any other time you eat a meal, you 
may restore 4 lost Stamina points, except during combat or when performing any other similar action. 


Southern Allansia is mostly comprised of swampland, jungle, flatland and desert. Such terrain all have 
two things in common: the humid climate, and the lack of fresh water. With the blazing sun beating 
down upon your progress throughout the mission, you'll have to occasionally consume one drink of 
water. You have a water flask in your possession, containing enough for three drinks. There will be 
opportunities to re-fill your flask to its maximum capacity. Should your flask be empty when you are 
instructed to drink, you must lose 3 Stamina points. But beware: water is hard to find and considered 
precious by those that guard it! 


Equipment and Weapons 


You begin this mission with a falchion blade, a pouch containing Gold Pieces, and camouflaged robes. 
You also have a backpack in which to store your provisions and any objects you come across during 
your adventure: however, the maximum number of items your backpack holds is ten. Unless otherwise 
instructed, each artefact counts as 1 Backpack Item. It may prove wise in collecting objects you come 
across - certain artefacts have certain properties! There is also a box on the Adventure Sheet to record 
Other Equipment, of which you wear on the outside of your person, such as medallions, knives, etc. The 
maximum number of items you carry is five. 


Although you are permitted to carry more than one knife or dagger, you are only allowed one main 
close combat weapon. You begin the adventure with a sword but may buy or swap another weapon for 
it. Note whatever you are using in the Weapon Box on the Adventure Sheet. There is also the 
opportunity to make use of a Bow. The quiver you wear upon your back contains five arrows - although 
you may replenish these during your adventure. The text will offer you the option of using a bow and 
arrow before combat. And, besides the bow and quiver each count as 1 Item, your stock of provisions is 
limited to a maximum of eight, because the weapon is cumbersome. 


Poisons 


During your mission, you will be encountering not just wild beasts, hostile peoples, and treacherous 
traps, but also the possibility of being poisoned. Some of the items you touch, potions you drink, and 
weapons that strike you shall bear forms of harmful substances. Therefore, you are strongly advised to 
pick up any Anti-poisons that can cure such afflictions. Failing that, if the virulent chemical doesn't kill 
you, then try to find some herbs or potions that will restore your Stamina. 


Lore 


You are the Scorpion, a famous adventurer who has travelled hundreds of miles, met hundreds of 
Allansian folk, slain hundreds of fell beasts. If anything, knowledge and experience can at times stand 
between survival and death. There are FIVE Lores listed below, TWO of which you have gleaned from 
extensive journeys and vigorous studying: 


Snake Language Lore - Having read numerous books and picked up scraps of conversation, you have 
learned enough of the Caarth tongue to become fluent in the dialect. You have even perfected the sound 
of each syllable and accent that infest the Snake People's difficult dialogue. This Lore would allow you to 
bluff your way past patrols and guards, and prove useful in reading interesting Caarth correspondence. 


Ancient Runes Lore - You are renowned for the number of mages and scholars that you have 
befriended; such allies have often portrayed how ancient wisdom could one day prove useful to a 
warrior such as you. They have taught you at least a dozen different forms of script which were once 
common-place in Arantis. Secrets could be learned from these dead cultures, perhaps buried and 
forgotten magic that could help you in your mission. 


Magic Artefacts Lore - From your previous adventures and the countless books you have studied from 
more younger days, there is not one trinket or totem that you'll never recognise. With such knowledge, 
you shall know which artefacts are cursed and evil, or others that are embedded with goodly powers. 
Such familiarity to magical items could grant you supernatural aid. 
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South Allansian Lore - Since you live in Kaynlesh-Ma - the recognised capital of civilised Arantis - you 
have devoted much of your studious life to the history, culture and nature of southern Allansia. You 
know many incredible stories, unbelievable legends, strange tales and intriguing rumours conceming 
your homeland and the territories beyond. This Lore would certainly help you in the way of bizarre 
features that blot the landscape. 


Choose your Lores carefully; where you will be able to use two, you'll be at a disadvantage in lacking 
the other three. 


Hints on Play 


This quest is your latest and perhaps the most perilous you have ever embarked upon. Even the 
Scorpion could well fail on his first attempt. Make notes and draw a map as you explore - this map will 
prove invaluable when making further forays in this adventure, and will enable you to progress more 
rapidly to unexplored regions. Remember: you are travelling hostile territories with their tricks, traps 
and terrifying denizens. It is a good idea to make a note of where such travesties lie in the adventure 
ahead, including useful objects and information to aid you on your dangerous mission. 


Be wary about Testing your Luck, unless a paragraph instructs you to do this! When it comes to fights, 
you should Test your Luck only to keep yourself alive if an opponent's blow would otherwise kill you. 
But be warned! If you decide to use Luck in this way, be certain if your adversary is worth it - Luck 
points are precious! 


Choose your two Lores wisely; remember, that wisdom is important to you in this adventure. There are 
many uncertainties you will have to confront. Possessing the wrong Lore quality at the critical time may 
prove fatal! 


You start this mission with your sword, backpack, camouflaged robes, and some Gold Pieces when 
making your choice of route as described in Entry 1. These coins are of little use to you in the wilds of 
southern Allansian, but can be used to purchase equipment and potions that could turn the tide in 
battle; before leaving the civilized areas of Arantis be certain to buy items that might be considered 
useful during your mission. However, choose your equipment carefully - although many are precious or 
magical, others are red herrings and of no real value at all. This is a problem that you shall have to face 
in respect of Equipment limitations. 


You will soon realise that paragraphs make no sense if read in numerical order. It is essential that you 
read only the paragraphs you are instructed to go to. Reading other sections lessens the excitement and 
surprise during play. The only true way to success in this adventure involves minimal risk; even if your 
character scores are low, you should be able to find magical artefacts and weapons that may increase 
your chances of victory in battle. 


This is a mission of such great consequence that shall affect Arantis, and perhaps all of Allansia. You 
have numerous opponents to challenge, difficult situations to overcome, food and water to find. May 
fortune and wisdom guide your steps as you set off on this challenging adventure! 
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BACKGROUND 
Home Again 


Arantis. Being the south-western peninsular of Allansia, it has mostly been isolated from continental 
affairs. But this fact certainly doesn't suggest it lacks dangers and perils. You know from first hand 
knowledge, being a mercenary renowned for your skill, courage and resourcefulness, pitting your 
chances against evil mages and necromancers, battling deadly monsters and foul black magic. 
Adventure is in your blood - and has been so since the days of your youth. 


You have returned to the bustling harbour of Kaynlesh-Ma, capital city of Arantis. The merchantman 
departed Fang not long after the Deathtrap Dungeon celebrations. That brave competitor had battled his 
way through numerous opponents, evaded various traps, and received his prize of 20,000 Gold Pieces. 
You wish you could have shook the champion's hand, as a fellow warrior...but time pressed you to 
prepare for the journey home. 


Living in Arantis is your brother - both of you being only members of your family to have survived a 
lethal plague that had swept through Kaynlesh-Ma and ravaged the city's streets, causing untold misery 
and terror, a nightmare never forgotten. You plan to visit him (the first time in eight years). Just as you 
are strolling down Falcon Avenue - a busy thoroughfare flanked by palm trees - a sudden thought 
invades your mind: it is customary for brothers to exchange gifts, intended as a gesture of consideration 
and gratitude for each other. Included in the many laws encouraged by the High Priest of the city, it is 
one of the few you observe with reverence. You also realize that you are virtually penniless. Reluctantly, 
you head for Catfish Wharf; it is the most busiest part of the canal that runs through Kaynlesh-Ma, so 
you have no trouble in finding temporary work as a bargee. 


Boat Trip 


The short, unkempt owner of this long navigational boat promises to pay you ten gold pieces, but on 
condition that you accompany him to the estuary town of Dabaros. 


“No hagglin'!” he says in a hoarse voice. “I'll only pay yer more on t' way back...if you so wishes 
it.” 


You've little choice in the matter other than to accept this sailor's offer - but a pleasant trip up the Eltus 
River should compensate for further demand of your strength. Before the barge casts off, you are to 
unload crates of delicious fruits from the eastern jungles, and curious, myriad-coloured minerals, stones 
that nobles pay handsomely for. The craft - emptied of its cargo - pushes its way through the towering 
arch, Kaynlesh-Ma's northern gate. After about an hour, you reach the River Eltus, turning eastwards 
downriver for Dabaros. The first river village you pass straight through, but at the second you are 
required to stop and acquire several bright yellow parrots, caged entertaining livestock bound for the 


Dabaros bazaar. By the time you reach the third village of Perdosia, situated halfway along the river, 
you remain moored to the dock, sleeping aboard with the noisy, irritating birds. Dawn sees you already 
up and directed by the merchant barge owner to make ready in your departure of Perdosia. 


Dabaros is in sight by the time late evening sets in. A settlement that sits just before the forked river, this 
town has more bridges than any other place you've known. Its small towers and simple white-washed 
walls have long been bleached by the burning sun; but the townsfolk are happy enough in trade and 
have prospered for countless years since their ancestors resisted the marauding southern barbarian 
tulers who were defeated in a rebellion. Here, those cumbersome parrots are swiftly conveyed to the 
market - albeit gladly! - and more valuable goods are brought on board. 
“This way, strong'un!” 

You follow your employer into The Morning Star Inn, where your rooms are reserved and ready for use. 
It should make a change to all the hardships living aboard ship! After a strong ale at the bar to soothe 
your throat, hehands you a small pouch of coins... 


“Yer wages,” he smiles, “and try not t' throw it away on t' bad grub they ‘ave 'ere!” 


His deep laugh makes a pleasant change to the grim, serious mood he's been in since you left the city. If 
you wish to return with him to Kaynlesh-Ma, the barge will be leaving at dawn tomorrow. You nod in 
understanding before he retires upstairs to bed. 


Request for Help 

Before you can do the same, your full attention is caught by an old, coarse-faced man, dressed in simple, 
thick robes of white and brown cloth. He leans on a long staff inlaid with arcane runes, while his 
piercing gaze searches for somebody in particular. You turn back to the serving girl behind the bar, 
about to order another flagon of ale to take to your room, before you feel a sudden tap upon your 
shoulder. You are taken aback - it is the old man who entered. 

“D-do I know of you?” you stammer out. 
He ignores your question and asks: “Are you the famous 'Scorpion”?” 

“Who wants to know?” 

“I cannot tell you here; Dabaros has eyes and ears which do not appeal to me. I am no regular 


customer, friend, but a mage of some importance - dare I flatter myself. Please, I implore you to listen to 
my discoveries. Allow me to offer you the hospitality of my abode, for the sake of Goodness.” 


You shrug in reply. With nothing to lose, you agree to this mystic's plea for assistance. You traverse the 
dark, shadowy streets of Dabaros, expecting trouble at every turn. However, none presents itself. The 
mage's home is a two storey house, not much bigger than those surrounding it. But exterior appearances 
can prove deceptive; within, the rooms are lavish with rich silk and satin drapes, and decorated with 
ancient ornaments and priceless relics. A sharp, sweet smell of spices and scented candles hangs in the 
air. A small brass lamp is suspended from the centre of the suite. Your mysterious host invites you to be 
seated; he claps his gold-laden hands once...and two small cups of herbal tea appear from no-where! 


“Drink.” He smiles. 


Tentatively, you lift it up to your mouth, apprehensive of the possibility of it being poisoned. Closing 
your eyes, you tip back the steaming liquid, cursing only at forgetting its hotness when it scorches your 
throat. 


“Back at the inn,” the mage continues, “I must confess that panic gripped my senses; I'm no 
regular to that public place, but I am interested in your valued services, mercenary.” 


You nod: “Very well...er,” 


“..Terrenul, known as the ‘Healer of Dabaros' in these parts. In truth, my powers exceed to such a 
position as probably that of Grand Wizard. But I can trust you to keep such a secret.” Well, he certainly 
lacks in modesty, you notice! Terrenul pauses to take a sip from his cup, then, “I've never been so 
relieved in all my life. When I witnessed your arrival at the harbour, instinct alone told me that you were 
a reputed fighter, an adventurer of great prestige and success - but obviously a man down on his luck. 
Then, I recognised you from my travels to Kaynlesh-Ma, my brain clicked to the situation. It is as if the 
Gods have sent you!” 


Portents of Darkness 
“So, what is the precise nature of this urgent situation?” 


His mood becomes grim. “Tell me, how much do you know about Voloidon Carsak?” 


he merchant who was said to have crossed the Desert of Skulls alive, with barely enough 
provisions to reach Warpstone? Yes, my tutor used that man's example of strength to discipline us in 
determination. He told us of Carsak's tale, so far as I recall, in our history studies of the Snake People.” 


he trouble is, even we magicians know so little of the Caarth.” This last word he has difficulty 
to utter; it is emphasized with both fear and vehemence in his elderly voice. “But one thing I have 
discovered, Scorpion - with such necessary pain and effort for me to gain such knowledge - is very grave 
indeed. Should my worst fears come true, then all of Arantis is lost!” 


“What's going to happen?” 


“The High Priest of S'turrak, one of the three Snake People cities, is plotting our downfall at this 
very moment. This herb,” he produces into view a large glass jar of a dark green, coarse-grained 
powder, “is known as Thwern, and very rare; but its sacred and spiritual powers are beyond belief. I 
dare to only use them in the extreme of a crisis; in a trance induced by the Thwern, my consciousness 
travelled from inert body to a dark, echoing throne-room. At first, I thought I was in the Temple of 
Kaynlesh-Ma, or the Royal Palace of Salamonis, but about me was evidence of an alien interior design, 
fashioned mostly from hard red sandstone, yielding strange glyphs and other arcane writings. When the 
effects of this herb wear off, I am granted flashes of certain visions that I deem just as important. I drifted 
from this throne-room, glimpsed the wicked, scaly features of a Snake Man - definitely a High Priest - 
before I viewed the fortress which my mind had invaded: the exterior view of S'turrak! A prophecy 
which has stuck in my mind since that fateful Thwern experiment - the Caarth, Jestrali, their Mutant 
minions, even hired Lizard Men, were on the march, battle-standards raised high. There is a possibility 
that my fears are premature, and the future would not be thus for some time. But I hope my worst fears 
will not be fulfilled by your decision to dismiss such warnings of war and destruction.” His face has 


become sombre. “Scorpion, will you infiltrate this nest of cobras - and, if so, is your sting powerful 
enough to end such a terrible threat?” 


The Quest 


By the Gods, but this is of some concern to you; Arantis is your home, your beloved land, where you 
were born and bred - to be laid waste and occupied by the evil, ambitious Snake People? Upon your 
honour, as a mercenary of Good, you'll first be consigned to the Pit before ever allowing such a calamity! 
You bring up your falchion, slap the hilt to your heart. 


“Aye,” you assure Terrenul, “I shall challenge these skulking, slithering snakes in their nest. I 
shall champion the High Priest of S'turrak before his own throne, so that it shall witness the downfall of 


his dastardly and treacherous plans!” 


Turn to 1. 
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Despite the comfort of your bunk at the Morning Star Inn, you gain little sleep. Your mind is turning 
over the matters that behold you; what do you know of the Snake People? The fact that they are 
ambitious, cruel and fearless, reminds you that they'll not think twice in torturing then killing you. 
You'll become a slave, like Voloidon Carsak - if you're lucky. But hopefully such a fatal situation may 
never present itself. You remember that the closer to the City of S'turrak you'll get, the less dangers you 
may have to face. Then again, this stronghold is the place where there's likely to be Caarth aplenty! And 
there are intelligible powers to oppose your cause. Carsak was certain to claim that the Caarth had 
clever scientists: perhaps it is from this that they have constructed a weapon, enabling them to conquer 
all in their path? 


Terrenul assuages any fears you have of getting past Snake Man nomads and guards: “The Jestrali are 
the Serpent Guards,” he explains, “and are therefore the strongest warriors of the Snake People. 
evertheless, most of them shall be fooled by your 'disguise'.” So saying, he slips about your neck a 
circular, gold medallion, that is etched with ancient mystic runes. “This will make you appear as one of 
them. Of course, it being only an illusion, I cannot guarantee that their more sensitive kin remain 
oblivious to your true identity. To help you remain undetected in the plains and desert, I also have these 
for you...” He pulls from out of a large wooden chest a collection of yellow robes. “These garments will 
help to camouflage yourself, and the head-dress shall protect you from our tropical sun - they shall also 
keep you warm at night. When you travel by the jungle route, simply turn the clothes inside out.” 


You discover they are a lush green on the reverse side. “These will come in use!” you laugh. 


“And these are even more essential as to your survival:” Terrenul hands you a backpack 
containing provisions, and a water flask with enough for three good swigs of water (remember the rules 
for the maximum quantity of your provisions if you decide to possess a bow, as to lighten the load). He 
also places in your hand some coins - you now have a total of 24 Gold Pieces - necessary to pay for 
expenses. Strapping on your falchion blade, you make ready to say farewell to the elderly wizard. 


“Remember, my friend,” he says, as you embrace each other in respect, “that if they catch you, 
there'll be no quarter - expect perhaps the severing of your body - if you'll excuse my untimely pun! 
Should they discover that there's a mercenary making bold against their carefully laid plans, your 
mission may already be in jeopardy. Now, may the luck of the Gods accompany your hazardous and 
difficult journey to the S'turrak stronghold.” 


From Dabaros, there are two routes open to you: the Eltus River - which means more boat travelling! - 
(turn to 172) or overland north-east across the plain approaches to the jungle (turn to 346). 


2- 


You detect flickering light at the end of the passage. Torches sputtering in their brackets reveal three 
archways: one to the left, one ahead, and one to the right. Within the dark interior of the latter one, you 
can make out the distinct pin-pricks of illumination. It's as if a pair of malevolent eyes were staring at 
you; you can feel the overpowering aura of evil they emit. Intrigued, you cautiously enter the echoing 
chamber beyond to investigate. Suddenly, a large ceiling crystal flashes on, bathing the hall in a cold, 
green glow. Directly opposite are some wide marble steps leading up to another archway. But stood 
before this is what commands your real attention: a Caarth, enshrouded in scarlet and gold robes of silk, 
adorned with markings - which you sense are of pure evil. Wielding his long staff upon which is a silver 
head resembling a skull, the figure slowly descends the stairs. He hisses in delight, tongue flickering 
back and forth between his sharp, venomous teeth. He checks his advance several metres away from 
you. Defiantly, you stand your ground. 


“Well, well,” his voice is a cold whisper, “if it isssn't the Sssscorpion, come to meet hiss 
Nemessisss, no doubt. You're a fool to come here, human. Did you really think your petty illusionsss 
could fool me? Did you really think that you could in any way threaten my masster, Hiss Reverence, the 
High Priessst Negresh?” He laughs hoarsely at your stubborn silence. “No, but of courssse, all 
adventurersss are the ssame. They believe they can kill anyone, vanquish the foe and make off with their 
gold and glory. But today, the glory shall belong to usss - and our almighty Sssith. She shall witnesss 
your downfall, Ssscorpion. You cannot win in the end. I, Lord Sssorcerer, Mage of the Grand Tower, 
Trussted Guardian to Negresh himself, shall crush you like an insssect! Prepare to meet your doom, 
Ssscorpion!” 


You are nearing the end of your mission - Negresh is not far beyond that archway. But first, you must 
defeat this loyal and dark sorcerer. Are you wearing an Ebony Ring? If so, turn to the number you'd 
noted down beside it. If you have no such ring, turn to 208. 


3 


As soon as you enter the temple, a large white crystal illuminates the dark chamber. There are four stone 
chairs set against the wall here with you standing at the epicentre. You feel that they still bear the aura of 
magic, as if some unseen ghosts were carefully watching your progress. These seats are large and 
elaborated with strange runes and carvings resembling moons, suns, battleaxes and staring eyes that 
cause you to shudder by their eternal gaze. All the runes are inlaid with gold and silver, that glints in the 
magical bright light. Perhaps you have entered a chamber where powerful entities used to reside over 
what used to be their domain. Looking around the chamber, you discover a trapdoor in the ceiling and 
another trapdoor in the centre of the floor. Trying both doors proves the one in the ceiling to be locked, 
so you haul open the other. Below, you make out the distinctive features of steps leading down. You 
descend these, and after ten paces can see nothing at all....If you have a lantern turn to 277. If you do not 
have a lantern turn to 370. 


-4- 


The square platform is a raised scaffold, supported by four posts mildewed with green lake scum. 
Suspended from a steel pole between two pillars is a small, black bell, with strange markings upon it. It 
sways gently in the slight wind; a mysterious mist surrounds the whole structure. A sensation of doom 
accompanies this atmosphere. Something evil is afoot. If you have South Allansian Lore turn to 224. If 
you have Magic Artefacts Lore turn to 97. If you wish to ring the bell turn to 311. Otherwise, turn to 100 
to head past the structure and make for the stone jetty. 


-5- 


You discover that the one you slew before combat carries a bow, his quiver contains only two arrows. 
You may take this weapon (counts as 1 Item) and its missiles - bear in mind the maximum quota of 
Provisions when possessing a bow. Searching the captain, you find he has only 4 Gold Pieces besides the 
scimitar clutched in his dead hand. Looking once more at the sprawled corpses, you continue east. 


Turn to 163. 


6- 


You try to settle down to sleep, determined to forget all about your encounter with the Desert Wolves. 
The night of the desert is opposite to daytime: freezing cold! Unless you have a blanket, you must lose 2 
Stamina points, as your cloak alone is insufficient to protect you against the severe cold. In the morning, 
you must consume 1 drink of water and eat a meal for breakfast, before continuing north. 


By late morning, as you climb a steep, rocky rise, the sight of the place you've desperately sought 
suddenly greets you. You are held in awe of fascination as you look upon the tall towers of dark red 
sandstone, rising into the sky like the cruel fingers of an underworld god. The two gates of the city of 
S'turrak are massive maws, guarded by at least a dozen heavily armoured guards. The battlements are 
impressively high and seemingly impregnable, the architecture beautiful and yet intricately carved by 
an evil race. The monolith of a city looms before you - and it makes you want to turn back. But no, you 
must bravely confront and, somehow, find a way into the largest stronghold of the Snake People. 


To your right runs a wide, gaping chasm, and sitting there upon the other side is a pyramid; doubtless 
the High Priest's temple dedicated to Sith. A variety of wooden rope bridges are suspended over the 
abyss, swaying slightly in the perpetual winds that plague the chasm. All these bridges lead into the 
rock face of the opposite side from most towers of the citadel. If you have a telescope in your possession 
turn to 314. If you do not, turn to 166. 


Ha 


The intervention of that accursed bird has caused your aim to go awry. The arrow whips past barely a 
few inches of the thief's head. He shouts an oath to revenge himself upon you, before continuing his 
flight across the roof-tops. Record the word 'Footpad' upon your Adventure Sheet, before searching the 
other villains. You turn up only 2 Gold Pieces; they must have been desperate to attack you! Turn to 274 
to depart the alley. 


Bn 


The door swings open into a wide corridor lit by sconces. You must stop to consume 1 drink of water. 
Life-size statues line both walls and you walk between them with a sense of trepidation. They each 
resemble the wicked warlords and High Priests that have ruled S'turrak in years gone by. The last one, 
on the right, is the present occupant of The Seat of Power: Negresh. He is tall and muscular, thick-set 
and draped in flowing robes, his fingers are adorned with gold rings. Then, you notice movement from 
behind; a Lizard Man walks slowly into view, he approaches you. Smiling at having found a fellow 
being, he is oblivious to your magical amulet. You are reproachful and warn him to stay his distance. He 
holds up both clawed hands, a gesture of peace. 


“Wait,” he says, “Listen, brother, I need some money, desperately - I'm planning to desert my 
regiment and travel west with nomadic friends. Now, here I have a potion in return for 8 Gold Pieces. 
Do we have a deal?” 


f you wish to purchase the potion, but have Society Lore turn to 145. If you have South Allansian Lore 
instead turn to 85. If you wish to agree in buying the potion for 8 Gold Pieces (if you have that amount) 
turn to 282. If you decline his offer, you continue west. Turn to 398. 


-9- 


Test your Luck. If you're lucky turn to 95. If you're unlucky turn to 202. 


-10- 


Although the amulet helps disguise you, it leaves you helpless when communicating with the enemy. 
The Caarth begins to suspect that something is up - and soon realizes the purpose of your bow! Your 
arrow claims one of the Snake Men. He collapses from the saddle and thuds upon the soft ground. The 
other two charge you before you have time to notch another arrow. 


1st Mounted Caarth: 
Skill 10 Stamina 10 
2nd Mounted Caarth: 
Skill 10 Stamina 9 


Because the Giant Lizards are fast, you cannot flee the combat. If you don't have a shield, you must 
reduce your attack strength by 2 points for this combat only. Fight the Caarth one at a time. If you win 
turn to 179. 


Ai- 


The marking is one of many included in a code used by the Thieves Guild in Port Blacksand. You had 
the honour to learn much from a renegade thief who'd fled to Arantis aboard ship, a voyage which you 
shared with him. He taught you most of the basic symbols. This one means that there is another 
identical sigil around here somewhere, marking a 'cache-hole'; your eyes follow the marked post down 
to discover a particularly large, rounded flagstone. The cement surrounding it has been disguised with 
dirt and lake scum. You gently prise the stone up, uncertain what to expect. Inside the small 
compartment is an iron box. You open it to discover 3 Gold Pieces, a bottle labelled 'Anti-poison', and a 
message written on green-dyed parchment. Packing away the potion and money, you carefully scan the 
parchment: 


“To the Discoverer of this Cache-Hole, 


Doubtless you are a fellow Guildsman as myself, but I prefer to remain anonymous. Be assured that I have 
ventured into the Arantis Jungle - there are strange, supernatural beings hidden amongst those trees, besides 
various temples belonging to a lost culture. Beware these ruined places of worship; some contain deadly 
traps, others fell denizens of evil. 


The most frequent of enemies I’ve encounter are the Mutant Snake Men, most of whom proved formidable 
fighters. Beware: such monstrosities have strange but lethal weapons at their disposal. Superior Caarth in the 
Snakelands must have put these lowest ranking troops to explore the Jungle pathways. Whether they are 
getting rid of the Mutants, or if they're up to something, only Logaan knows. But these type of Snake Men 
aren't stupid, they're on the brink of rebellion. I know - I’ve travelled with some of them! 


May Fate guide your steps to Salvation - and Untold Riches!’ 
You take note of the information concerning temples and Mutant Snake Men, hoping you'll never have 


to fall foul of either. Folding the parchment and placing it in one of your tunic pockets, you continue 
towards the Arantis Jungle. Turn to 326. 


Ade 


Carefully, you tread the steps down several metres before reaching a heavy iron door. You put a wary 
hand on the latch and lift it. Eerily, the door creaks open into a massive hall, with several other doors 
and archways leading from it. There are numerous tables here, littered with animal bones, greasy 
puddles and tankards of strong-smelling ale. A skinned lizard is being roasted on the spit. This means 
somebody was here a few moments ago! There was complete pandemonium once - now, a dreadful 
silence pervades the foul air. Suddenly, you are surrounded by howling demons, wielding scimitars, 
axes and whips. They are reptilian hordes: Lizard Men - mercenaries to Negresh! As you stand your 
ground, wondering what to do next, you are approached by a burly mercenary who seems to be a 
sergeant amongst these savage creatures. Cautiously, you accept his hand in comradeship. He speaks 
deeply, in Allansian, since quite a few of his kind were born and brought up in the lands bordering 
Silur-Cha, homeland of the Lizard Men. 


“So, a new recruit, eh? Hey, that's funny...” he becomes suspicious. “I smell human. And what's this?” 


He snatches the magical amulet from about your throat. As he grips the invaluable object, its illusion 
shimmers and fades, revealing your true identity. With your reptilian guise vanished, you feel rather 
naked all of a sudden! 


Turn to 195. 


-13- 


The runes are not too dissimilar to those used in Arantis today. You are able to decipher enough to 
determine that they commemorate the goodly deeds of The Nasqua Queens, ‘Courageous Warrior 
Women’. Also, you learn that a temple containing one of their legendary weapons lies to the east in a 
copse, 'marked by a tower’. What you do not know is the nature of the weapon. When you discover a 
similar monument within the copse, add 50 to the entry you're on at the time and turn to that new 
reference. For now, you continue east in order to reach the copse. 


Turn to 82. 


-14 


Realising that you'll have to fight these Caarth, you must take advantage of their surprise. Snatching out 
a Yaluga Egg from your pack, you wait a moment before hurling it. A sudden blast resonates about the 
desert. When next you peer into the acrid mist of smoke, there are only three Caarth soldiers standing. 
The captain and one other attack you, whilst the third takes his chance and rides off to warn his 
superiors. The Snake Men approach you one at a time: 


1st Caarth: 
Skill10 Stamina 11 

2nd Caarth: 
Skill 10 Stamina 9 


You cannot escape, until you have killed the first Caarth (turn to 278). If you manage to defeat them 
both, you take no time to search their tents but continue north at a faster pace. 


Turn to 278. 


-15- 


Although you have no time in which to avoid the deadly dart, your shield is the key to survival here. 
The missile thuds into the shield that protects you. Now, if you have Society Lore turn to 390. 
Otherwise, turn to 30. 


Suddenly, the door bursts open - the innkeeper has arrived (better late than never!) with two of the 
Town Watch. You panic, thinking that they've come to arrest you by mistake. But a sense of relief washes 
over you as the innkeeper seems concerned about your safety. The guards overlook the street below 
when you tell them where the thief nimbly landed. They promise to catch the culprit, and suggest you 
get some sleep. You do so... but very lightly. 


Turn to 144. 


-17- 


Warily, you take a seat opposite to the Snake Woman. She then approaches you and holds out her hands 
expectantly. If you have some Runic Teeth turn to 374. If you do not have these or wish to retain them 
turn to 392 to leave her hut. 
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-18- 


As you search these Routiers, the man introduces himself as O'Saldah, a bounty hunter who has been 
after these wanted criminals for some time. Pulling a blanket from one of their saddle bags, he throws 
you some apples they had filched from one of the many orchards around here. This counts as two meals. 
You find a shield, clutched in the dead hands of a Routier, a superbly crafted telescope, a steel helmet 
and a box crafted from pine. You may take any or all of these items. Eight Gold Pieces have been 
discovered - which you divide evenly between the two of you. Before he is satisfied, O'Saldah severs the 
Routier leader's hand. You are shocked by this action; he notices your expression, and shrugs: 


“These bandits had stolen something,” he points, “this silver ring upon his finger was taken from a 
baroness I have the honour to know. She required of me to hunt down, kill these scum, and return the 
jewellery to her. She also wanted proof of my success.” He wraps the precious yet gruesome trophy in a 
strip of cloth, before packing it away. 


“I find it strange indeed that Man-Orcs have the pluck to fight their hated human oppressors,” you 
remark with interest, “Why didn't they move on to friendlier pastures, instead of becoming marauding 
Routiers?” 


His laugh is a casual one: “I don't know, Scorpion, but times are definitely changing. People change, 
their ideas, their attitudes, even their allegiance. All it takes is that one, final, powerful shove to throw 
them into the cauldron of chaos; one more error, then it's the last straw. It's similar to beggars, tired of 
being spat upon in the city gutters, treated like filth, and haven't got two coins to rub together. These 
Man-Orcs probably did it to revenge themselves upon all those past discriminations. But in my opinion, 
I think they went too far; their actions went a little more than noticed. Now, locals will fear the Man-Orc 
people even more, thanks to the mindless forays of these foolish swine.” 


You smile at how this sword-for-hire prattles on about politics. You wonder if he makes a living from 
chasing groups of Man-Orc vagabonds about the continent. Will you now open the wooden box (turn to 
106) or continue (turn to 332)? 


-19- 


The Phantom flinches upon seeing the silver dagger at your belt. Collecting your wits, you suddenly 
remember that Phantoms are un-dead creatures affected by the precious metal. In horrified desperation, 
it covers its face with clawed hands and attempts to scramble back up the steps. But you are faster. 
Taking the advantage, you leap upon the Phantom and plunge the silver blade into its back. It shrieks, 
before you find yourself lying upon foul-smelling dust. The un-dead thing has been vanquished, its 
tortured spirit set free. Carefully replacing the dagger to your belt, you continue up the steps. 


Turn to 176. 


-20- 


You narrowly avoid a vast patch of Tangleweed when O'Saldah points out the cluster of this bizarre but 
natural plant. It’s a blessed relief to have this renowned bounty hunter with you! 


Turn to 324. 


21 


The Hydra is not perturbed by your loaded bow; it continues to advance relentlessly. You take careful 
aim and release the taut bowstring. Your quarrel speeds towards the beast. Roll two dice. If the total is 
the same of less than your current Skill score, your arrow hits the Hydra's body. Remember to reduce its 
Stamina by 2 points when you fight it. If it is higher than your Skill, one of its heads obscures your 
target, the missile glances off its armoured cranium. Deduct one arrow from your Adventure Sheet. You 
have time to use another arrow (simply repeat the procedure), before you are forced to combat it at close 
quarters. Turn to 330 to join battle. 


Be 


By mid-day, you must consume 1 drink of water. After another several miles you come upon a solitary 
stone watchtower. It is square in shape, the entrance heavily secured by a strong door. Suddenly, it 
opens: emerging through the opening is a snake-like body, with the upper body of a Caarth. You 
recognise this guard to be a Jestrali warrior, one of the most fearsome of the Snake People. Disciplined, 
tough and offering pure hatred to all but its own kind, the Jestrali are indeed worthy champions of the 
Snake People empire. It has been given command of this sentry post and appears suspicious when you - 
a lone Caarth - approach it. Now, if you have Snake Language Lore turn to 323. If you don't possess this 
Lore but have a Snake Ring or Sith Dagger turn to 265. Otherwise, turn to 184. 


-23- 


A narrow stream runs from the river; you follow this tributary north until, after a mile, you come upon 
the ruins of a cottage, the red sandstone bricks appearing brittle and weathered. Only a portion of the 
tiled roof still holds. You distrust this and prefer to settle yourself far away from it as possible. Just as 
you begin to get comfortable upon the hard, rocky ground, a movement catches your eye. 


One of the bushes has twitched its branches, as if somebody’s passing has caught them. Armed, you 
tentatively approach the bush; upon issuing a loud, defiant challenge, no reply comes forth. But 


something else heeds your call: a dark shadowy form, howling an unearthly cry, lunges at you! Roll two 
dice and compare the total with your current Skill score. If the total is the same or less than your Skill 
you barely evade the attacker. If the total is higher than your Skill, you are caught unawares as a 
gnarled, rotting fist grabs at your throat, choking you. Lose 3 Strength points. 


You tear yourself away from the hostile figures that are moving about and make for the ruins. 
Hurriedly, you may either take up your bow, if you have one (turn to 375) or a phial of Holy Water, if 
you have some (turn to 54). Or will you fight these nocturnal prowlers at close quarters (turn to 32)? 


-24 


A warm glow surrounds your entire body, and you suddenly feel stronger and more determined. 
Regain all lost Stamina points! The Mermaid explains the shell is your reward for returning the necklace 
(delete the Sharks Teeth Necklace from your equipment). Then, she dives into the water and disappears 
from sight. Turn to 77. 


-25- 


You nock an arrow to the bowstring and take careful aim, before releasing the shaft. Your arrow speeds 
towards one of the creatures; the missile buries itself in its shaggy chest. The Aardwolf howls in 
agonised pain, before it slumps on to one side, flailing claws becoming weaker, until it finally dies. 
When you turn to 377, fight only the second and third foe. 


-26- 
The Hawk continues to fly on into the night. You awaken to find yourself just passing the last remnants 
of the Arantis jungle - the natural barrier between the Snakelands and your own country. You are 
relieved that you are saved the prospect of facing its lurking predators a second time. By mid-day, 


Kaynlesh-Ma is sighted on the horizon, its tall towers rising like a welcome beacon. 


Turn to 400. 


7 


As soon as the bracelet passes your hand, you feel a stab of pain shoot from your arm and into your 
nervous system. Lose 4 Stamina points and 1 Luck point. Cursing vilely against the pain, you throw the 
wretched artefact upon the floor. 


Turn to 211. 


-28- 


Beyond the Snake Man encampment, you determinedly trek onwards. The sun beats down relentlessly 
and you are thirsty. By mid-afternoon, you must consume 1 drink of water. By early evening, you 
discover that the land is becoming more drier as you progress. This is a good sign: the desert must be 
roughly a day's march away. By the time you decide to stop for camp, you detect a light some way off to 
the north-east. If you have a telescope turn to 186. Otherwise, you can make your way towards this light 
(turn to 306) or stay here (turn to 392). 


-29- 


Remember, if you've successfully hit the first Harpy with an arrow, you need fight only the second 
opponent. However, due to the rocking motion of the boat, you must reduce your attack strength by 2 
for this combat only. 


1st Harpy: 
Skill: 7 Stamina: 7 

2nd Harpy: 
Skill: 7 Stamina: 6 


You cannot flee this combat; the Harpy is a swift creature that would catch you easily whilst you're in 
the boat! If you defeat the foe, turn to 218. 

-30- 
Although you do not understand their language, you can tell from the natives’ dialect that they are 
angry at your near escape. Then, heavy stones begin to thud to the mossy jungle ground. Roll two dice. 
If the two scores match, you have been hit and must lose 2 Stamina points. Repeat the procedure three 


more times, before you escape into the foliage of the jungle. 


Turn to 75. 


-31- 
“What in Sith's name are you doing here?” 


You merely glance at him before replying: “Well, to find you, Serjeant. The Watch at the West Gate have 
sent me to find and inform you that nomads have been sighted a mile from here. You are required to 


yr 


honour them with your presence immediately 
“Nomads!” he roars, “They dare to come this far into our empire! You two, follow me...” 


He in fact gestures to one of the seated soldiers and yourself, but you point at the remaining guard. 
“You!” you command. “Accompany your acting officer at once!” 


Uncertain, he leaves his post and you open the north door, unmolested. Turn to 188. 


-32- 


The two horrors now facing you are some form of un-dead monster. Once, they were probably human - 
but now they have sickly white flesh, pockmarked with decaying deep wounds. A pungent smell wafts 
over to you, making you retch in disgust. Armed with razor-sharp claws, they are fiendish weapons 
indeed: if they strike you but four times, the results will be fatal. Remember, if you have been hit 
previously, they need only to win three more attack rounds. If you are hit a total of four times, turn 
immediately to 303. Also, if you used holy Water, reduce the first Ghoul's Stamina by the number rolled. 
You must fight these foul creatures at the same time! During the first round of combat, fight the first 
Ghoul normally. Then, in the next round, you must take on the second opponent. If you have the higher 
attack strength, you have only parried its blow. If the Ghoul wins an attack round, it wounds you as 
normal. Continue this procedure until you have killed the first Ghoul. 


1st Ghoul: 
Skill 8 Stamina7 

2nd Ghoul: 
Skill 8 Stamina 8& 


If you defeat these un-dead scavengers, turn to 148 to search the ruins, or turn to 73 to return to the boat. 


-33- 


Hoping for the best, you throw the Yaluga Egg in the direction of the dreadful hissing sound. A moment 
later, there is a loud ‘bang’, followed by a despairing groan. Daring to open your eyes, you witness the 


Basilisk running away with deep wounds upon its right flank. You take the opportunity to continue 
north. 


Turn to 149. 


-34- 


You try the right hand door here. It is locked, so you and O'Saldah attempt the handle of the left. It tums 
to let you into an antechamber. One altar is set against the opposite wall. Bare of decoration, it yields 
only one object to you: it is a beautifully-crafted broadsword, the surface of the blade is covered in 
runes. Whenever you use this in combat, it lends 2 to your attack strength if used against un-dead 
creatures and sorcerers. If you have Magic Artefacts Lore turn to 209. Otherwise, turn to 360 to take the 
stairs in the hall. 


-35- 


Because the hut is further away and more exposed, you take more care in reaching it. You dive inside, 
breathe a sigh of relief - and are surprised to find a white-skinned man tied to the central support post of 
this hut. He is delirious, but manages to peer up at you with sweat-clogged eyes. Before you have time 
to do anything else, two burly natives enter the tent. Upon seeing you, they raise their spears and charge 
you with their reptile-hide shields. One good thing, though: they haven't thought about raising the 
alarm! In the comer of the hut, you may fight them one at a time: 


1st Native: 
Skill8 Stamina 8 

2nd Native: 
Skill9 Stamina7 


You cannot escape this fight. If the combat lasts for twelve rounds or more turn to 200. Otherwise, you 
quickly untie the prisoner, knocking over the scented candle that caused his delirium. Together, you 
rush back to the previous trail (turn to 337). 


-36- 


The road continues across these featureless flatland plains. Occasionally, you catch sight of farmhouses; 
labourers till the fields that are rich with brown earth, others are cultivating the wheat and barley. 
Livestock is being watered and fed, maintained to a plump size, for the market day slaughter in 


Dabaros. There is also the occasional spinney and copse, but apart from these the terrain is devoid of 
hazards. 


You are riding through one of these wooded areas. Arantis oak veils you from sight; wide branches 
forming canopies that enshroud the road in darkness. It is here that you happen upon a strange sight 
indeed: a statue stands against one of the trees to the left, with long, bony limbs and thin fingered hands 
clasped together, as if in prayer. The head is small and rounded, its eyes appear dark and sinister. The 
whole thing seems rather grotesque. Who in their right mind would shape such a statue? If you have 
South Allansian Lore turn to 262. Otherwise, you must test your Luck. If you are lucky turn to 125. If 
you are unlucky turn to 369. 


37 


You grin to yourself upon remembering the phial of Plant repellent contained within your backpack. 
Pulling out the stopper, you sprinkle the liquid over the strangling creeper. The effects are 
instantaneous. With a loud hiss, the root begins to dissolve into a gaseous essence. What remains of the 
magical plant retreats quickly and shrinks back into the flag-stoned floor of the chamber. 


Turn to 151. 


-38- 


Before departing the village, you re-fill your water flasks, then allow your horses to drink deeply from 
the stream. You then mount up and continue to cross the flatlands, heading east and towards the Arantis 
Jungle. It is not long before you can hear the beating of heavy wings. A dark shape high above blots out 
the sun; you notice it is getting larger. You peer up into the afternoon sky...descending upon you is a 
large bird of prey, a Giant Black Hawk! These creatures are portent in legends as creatures infused with 
black sorcery, although it is a fact that Night Hawks - their smaller kin - are scouts and guardians, pets 
for their evil masters. You also spy a lone humanoid figure, wearing flowing purple robes, sitting astride 
the back of the Giant Hawk. He has eyes as dark as his hair, with which he looks upon you with malice 
and cunning. Pulling on the reins, he brings the Hawk into a swoop, a manoeuvre intended to snatch 
you off the ground! Not only must you avoid the outstretched talons of the Hawk, but also the sceptre 
this wizard wields. Every third attack round, you must roll two dice and compare the total with your 
current Skill score. If it is higher than your Skill, you are hit; lose 3 Stamina points and 1 Luck point for 
each fiery bolt that hits you. 


Giant Black Hawk: 
Skill 10 Stamina 14 


This is a formidable foe to be sure. It attacks both you and O'Saldah at the same time! If you win, the 
Hawk screeches its death cries as it soars higher, before plummeting like a boulder to earth. The evil 
wizard that rode the beast also died in the fall. You take up his sceptre that fired the magical missiles. 
The rod is long and smooth, fashioned from pure steel. At the head is a green globe, that appears to have 
retained some of the dark wizard's powers, for it continues to glow faintly. If you have Magic Artefacts 
Lore turn to 276. Otherwise, you throw the accursed thing to the ground, and continue east by turning 
to 352. 


-39- 


Pressing on eastwards, you soon discover a cubic-shaped stone with etchings upon it. Hacking away the 
foliage that has overgrown around it, you clear off the dirt to discover the markings are in fact runes. If 
you have Ancient Runes Lore turn to 201. Otherwise, turn to 334 to continue east. 


-40- 


Suddenly, the leader of this Caarth patrol hisses a warning shout. He has seen you! Cursing, you begin 
to panic as Giant Lizards canter towards you. If you have a Snake Ring or Sith Dagger turn to 341. If you 
have Snake Language Lore turn to 193. Otherwise, you must fight them somehow. Will you therefore 
use a bow here (turn to 10) or your close combat weapon (turn to 287)? 


-41- 


There is an ancient manuscript kept at Kaynlesh-Ma's Grand Library telling of a certain legend 
concerning such a necklace. There were several of these magical artefacts, so the story goes, safeguarded 
by important nobles of Atlantis, a city destroyed and submerged by a massive tidal wave. This necklace 
not only marked the rank of such quality, but is believed to contain magical properties. However, when 
you put it about your own neck, nothing happens. You shrug at this. Perhaps it is merely some other 
necklace... 


Turn to 154. 


-42- 


The demise of Sith's Incarnation is heralded by a deafening thunderclap that resounds about the dark 
depths of the chasm. The body has exploded into a cloud of dark green mist, which envelopes you. A 
voice, resonant with terrible rage, surrounds you: 


“Curssse you to the Pit, Ssscorpion!” spits Sith. “You may have defeated my earthly form, but I shall 
return to wreak my revenge! Sssome day..!” Then, she is gone. 


For a moment, you stand upon the bridge, trying to accept just what’s happened. Have you really 
survived one of the most fiendish adversaries in your life? Looking once again at the disgusting remains 
that was Negresh's corpse, you discover a small spherical gem. You bring the pommel of your weapon 
down upon it - it explodes with violent force. Roll one die and reduce your Stamina by the result. The 
evil stone that allowed Sith to remain on the Earthly Plane is destroyed. Truly, she has been banished for 
good. 


Wasting little time, you run the remaining distance then hack at the rope supports. With a creak, the 
bridge collapses and clatters against the tower wall: that should keep any slithering snakes at bay for the 
moment! You turn to face the path leading to the temple - and your heart misses a beat. At least a dozen 
Sith Acolytes have witnessed your magnificent victory, and now they brandish curved knives normally 
used for ceremonial sacrifices. 


“You have insssulted our God, Ssith,” spits one. “You shall pay with your life - and sssoul! Ssith shall 
have her revenge... now!” 


These priests spell doom for you. Slowly, they advance upon you, hissing with anger and hatred. But 
then what happens next is both astonishing and spontaneous. Two priests are suddenly snatched up 
high into the air and are sent, screaming, into the bottomless chasm. The Giant Hawk returns to claim 
two more Snake Men: one is decapitated within an instant, the other is terribly gouged in the back by 
razor-sharp talons, and falls upon his own dagger. Pandemonium reigns amongst the priests, they 
scatter, then rout. Yelling at the top of their voices in sheer terror they disappear from sight. The 
enormous bird then lands beside you. 


“Come on, then!” it says impatiently. “We haven't much time. Hurry!” 


You climb into the saddle strapped to its back. The Hawk ascends at a breathtaking speed, then turns 
and heads south-west for Arantis. You learn the Hawk's name is Poy-Laran, a powerful sorcerer who 
has changed his form for your convenience. 


“Terrenul sent me,” he explains, “with his regards. Furthermore, I congratulate you on that titanic 
combat - what an amazing feat! I'd arrived in time for the coup-de-grace. Yes, I'm quite honoured to 
meet your acquaintance, brave warrior.” 


Do you have the word Nemesis’ recorded on your Adventure Sheet? If so, turn to 138. If not, turn to 26. 


-43- 


It is late afternoon by the time you sight yet another movement on the landscape; a large body of horses 
is heading for you. O'Saldah puts his telescope to use, scanning the thundering cavalry as it approaches 
ever nearer. 


“Centaurs,” he says, his tone cautious. “They may be neutral enough, but you can never be too certain 
with these warriors.” 


“Can't we outrun them, to be on the safe side?” 


“No,” he shakes his head, slowly, “I'm afraid they'll soon catch us and besides: their reaction to such a 
motive may prove unpleasant.” 


The Centaur troop advances, then suddenly halts ten yards from your position. Their leader, wearing a 
simple steel helmet and carrying a compact bow, studies you with dark eyes. His stare unnerves you, as 
he continues to regard your weapons. He offers you no gesture of friendliness, but nor does he attack 
you. Clearly, they're not a hostile tribe. 


“Greetings, my Centaur friend,” you smile, “You are in a hurry, I see.” 


He eyes your horses, the distaste clear in his expression. He merely nods in reply to your observation. 
You notice a curious medallion hanging about his neck; it's hexagonal in shape and bears the mark of ten 
arrows arranged in a circle. If you have Society Lore turn to 235. Otherwise, the human-horses 
nervously walk along one side of you. When the last one has made it past, they canter off, hooves 
thumping the hard ground of the flatlands plains. Turn to 64 to continue onwards. 


-44- 


By early evening, the heat recedes to a more tolerable level and your jungle trek becomes more easy 
going. As you press deeper into the dark depths, you discover dozens of trails that are more distinct and 
less haphazard. However, despite this improvement, the threatening approach of darkness forces you to 
stop and make camp in a small clearing. You may eat a meal here, but do not have to. Wearily, you put 
your head down to sleep, cautiously keeping your sword by your side. Test your Luck. If you are lucky 
turn to 295. If you are unlucky turn to 87. 


-45- 


At last, the jungle opens out into reedy plains, sludgy water channels run through them and the insects 
seem even worse here than in the jungle. To your left, glimmering on the northern horizon, is a tributary 
of the jungle river. Its raging torrents flows north-east and into numerous trickling streams and creeks 
that comprise this country. You are in the Snakelands, and perhaps the most dangerous stage of your 
mission. There are bound to be Caarth patrols and wicked predators that scour this region, so you must 
remain vigilant at all costs. 


Your mind groans at the thought of travelling a further hundred miles of this inhospitable terrain before 
reaching the southern part of the Desert of Skulls. Before you begin such an arduous trek, you must 
consume 1 drink from your water flask. 


Turn to 252. 


-46- 


If you wish to play pin-finger, you must have a minimum of 2 Gold Pieces. Your turn comes after the 
next player, who soon skewers his middle finger and is left bandaging the wound. You hope the result 
won't be similar for you! Roll two dice and compare the total with that of your current Skill score. If you 
score the same or less than your Skill, you astonishingly handle the blade with admirable speed and 
dexterity. You double whatever stake you laid. However, if your Skill is less than the number rolled, you 
feel a considerable pain lance up your arm as the blade penetrates your little finger, causing you to lose 2 
Stamina points and your stake. Whatever the outcome, you may only have one game of pin-finger 
before somebody takes your place. When you have finished here, you bid the group of men farewell, 
and retire to bed. 


Turn to 257. 


EJ 


Before you can take a better look of your surroundings, a heavy weight falls upon the back of your head. 
You see flashing lights and almost black out; you fall forwards, yelling out in surprised pain. Lose 3 
Stamina points. 


Turn to 175. 


-48- 


This traveller must be an assassin, ordered to intercept and kill you. But how did his superiors know of 
your mission? Still, there is little time to ponder; you must resolve your combat: 


Cloaked Assassin: 
Skill 10 Stamina 10 


You cannot escape whilst on the river. If you defeat this skilled assassin, and have Magic Artefacts Lore, 
turn to 204. If you do not have this Lore, will your try on the ring (turn to 177) or leave the corpse adrift 
in the boat and continue along the Eltus (turn to 391)? 


-49- 


The Man-Orc's eyes widen in total shock as the arrow buries itself in his belly. He offers you an 
expression, registering confusion and incredulity, before doubling over upon the mossy ground. 
Hastily, you replace the bow and draw your falchion, before two other Routiers take up the assault: 


1st Man-Orc Routier: 
Skill 9 Stamina 6 

2nd Man-Orc Routier: 
Skill 8 Stamina7 


If you win, turn to 18. 


-50- 


From your most recent visits to Rimon, you recall how many different rogues infested that city. In the 
slums and poor quarters, danger and treachery are always strife, and the taverns are little different to the 
street gutters. From their style of leather armour and outlandish clothes, these men you recognise as 
brigands. Such thieving adventurers rove the lands, stealing valuables to make a living, but they follow 
a strict code of honour. They'd always give an innocent traveller a chance to re-claim his property by the 
result of some test. Failure would lose him his money and possessions, but he himself would be set free 
unharmed - unless, of course, he retaliates. In short, brigands are the Royalty of thief-hood - if there is 
such a thing! 


The brigands offer thin smiles. One them, the leader, who wears a bright red sash about his waist, walks 
slowly towards you. A jagged scar runs the right side of his tanned face from the forehead to the chin. 
He speaks in a jovial voice, and has an air of great confidence about him. From the accent in his voice 
you guess he is Zengis-born. 

“This is indeed a pleasure to meet up with a fellow traveller. You may have guessed we are a ragtag 
band of thieves, but honourable ones at that. Aye, we're brigands brought ashore under the most gravest 
of circumstances. Our galleon struck the rocks, we salvaged barely enough food and water, supplies for 
a week. Now, we've consumed them all.” 


You notice there are five within the group. “How many of you were there?” 


“There were originally twenty of us. We'd been trying our luck in Kallemher and Alkemis, then found 
a privateer sailing west. But by the Gods - those storms that wrecked his ship were colossal! I thought 
we were going to be drowned as Atlantis was, but here we are, after all...” 


The group agrees on inviting you to team up with them. You consider this proposal carefully - you 
could enjoy their company, with safety in numbers, and a chance to glean information. But perhaps you 
don't trust them? Will you agree to accompany them (turn to 173) or politely refuse and trek in a 
northerly direction (turn to 270)? 


-51- 


The tower has a number of different items and weapons, of which you find the following that catch your 
eye: a warhammer, a silver candle holder, a bow, and a quiver containing three arrows. You also 
discover, within a large chest, a curious skull covered with runes of inlaid gold, and a strangely- 
fashioned dagger. If you have Magic Artefacts Lore turn to 378. If you have Runes Lore turn to 335. If 
you have neither of these Lores, you decide to leave the last two items and continue north from the 
watchtower (turn to 368). 


-52- 


As you ascend the spiral stairs to the first floor of this tower, the third step collapses! It releases a catch 
that causes some heavy rocks to cascade upon you. Roll two dice and add 2 to the number rolled. If the 
total is the same or less than your current Skill score turn to 264. If the total is higher than your Skill turn 
to 216. 


-53- 


You search the knight and find the following items: a knife, a box of runic teeth and a curious amulet in 
the shape of an eye. You also pocket 3 Gold Pieces from his corpse. Now, if you have Ancient Runes 
Lore turn to 263. If you have Magic Artefacts Lore turn to 205. If you have neither Lore, you must 
continue north by turning to 28. 


-54- 


You are only using the Holy Water upon a guess: whatever attempted to kill you cannot be human. 
Drawing back your arm, you fling the sacred water at the approaching hostility. Your throw is on target 
- and it affects the un-dead being with desired affect! Roll one die and deduct the result from the first 
opponent's Stamina score. 


Turn to 32. 


-55- 


Trembling with rage, the Snake Man sorcerer wields his staff with anger. Stepping a few paces back, he 
allows room for his lumbering servant to finish you off. The creature is unbelievably huge, stands seven 
feet tall and approaches towards you with slow, heavy footsteps. When the humanoid is lit up by the 
crystal-light, your heart leaps straight into your gaping mouth. The leviathan is made entirely out of 
stone, welded and shaped by dark magic! Its seemingly lifeless eyes detect you, and hammer-like hands 
are raised, ready to strike. Unless you are using a warhammer, you must reduce its Stamina by only 1 
point every time you win an attack round. 


Stone Golem: 
Skill 8 Stamina 11 


This is indeed a formidable foe. If you manage to destroy the Golem, turn to 394. 


-56- 


The corridor ends at a flight of narrow stairs descending into pitch darkness. Guided by O'Saldah's 
lantern, you follow them down into a long gallery room of skeleton statues. Two stand opposite each 
other every two feet, bearing two-handed weapons to their rib-caged chests. A large archway stands in 
the opposite wall. If you have South Allansian Lore turn to 288. Otherwise, turn to 164. 


pe 


By mid-afternoon, you have reached a shallow pool. Unfortunately for you, it is stagnant and fit for 
consumption only by the surrounding reeds. Cursing this mosquito-infested terrain, you are further 
taken aback by a horrendous hissing horror. A viper, with red and yellow stripes, suddenly lunges at 
you from its nest. Roll two dice. If the total rolled is less than your Skill you chop the wretched thing in 
half. If the total is the same or higher than your Skill, you lose 3 Stamina points as it sinks its venomous 
fangs into your arm. You may use a phial of Antipoison to cure this damage. Turn to 280. 


-58- 


The book is not all that old - about a hundred years, you guess. You discover it to have been written by 
some zealot Snake Man priest, who certainly has a way with words! He describes the certain sects of the 
Demon Princes Ishtra, Myurr and, most importantly, Sith. All these religious cults are evil and 
worshipped within the three Snake People strongholds. At times, their interests clash, as Casssarullisss 
describes in his book. He personally blames the imports of Lizard Man mercenaries, and that the various 
scientific experiments spawning the scum and rebellious mutants helps little. Furthermore, and of 
particular interest to you, you discover that to show reverence towards these chaotic acolytes a symbol 
of their Faith must be shown openly. Also, at the back of the fading text, is the author's signature, a 
handwritten scrawl accompanied by the death rune: a T-shaped symbol with an arrow pointing down 
upon it. You must lose 1 point of Luck for reading this evil work - although perhaps it was worth it? 
Make a note that you've read Casssarullisss's Tome. Now, if you have Runes Lore, you may examine the 
other book (turn to 355), if you have it. Otherwise, you leave the library (turn to 286). 


-59- 
Slowly, the sergeant shakes his head, revealing canine teeth, and says: “Wrong!” 


Turn to 171. 


-60- 


You remain very quiet and clearly determine what the Snake Men are saying...It is obvious they fear the 
jungle, preferring the safety of the desert that they call home. Such deformed beings are treated with 
cruelty and scorn within the ranks of the Snake People; they hate and distrust their masters, the Caarth, 
who suppress riots on a regular basis. In order to discourage further dissidence, Mutant troops are 
posted far from the Desert of Skulls, where they can cause little trouble. Their loyalties are certainly 
mixed: they may be inclined to help you. One of them suddenly mentions about the scent of a human he 
has picked up - the others become very edgy at hearing this! 


Turn to 141. 


-61- 


You continue east and stop to consume 1 drink from your water flask. As a dawn sun rises from the east, 
it is like a beacon that reminds you of the enduring journey. You must eat a meal for breakfast. After 
three hours, you hear the rhythmic beating of drums, nearby to the south. Will you investigate this noise 
further (turn to 147) or try to ignore it and continue east (turn to 228)? 


535 


Throw five dice, add up the scores, and compare the total with that of your current Stamina score. If the 
number rolled is the same or less than your Stamina, turn to 118. If your Stamina is less than the number 
rolled, you are unable to discover the secrets of the altar. Lose 4 Stamina points and also 1 point of Skill, 
as a strong magic has stolen some of your life force. To continue, turn to 210. 


-63- 


Both the Caarth are armed with shields and thrusting spears, the points of which are barbed and razor- 
sharp. If the Snake Men are good at one thing, it is maintaining the fine quality of their weapons! 
Remember, if you’d successfully hit a Caarth with an arrow, fight only the second opponent: 


1st Caarth Sentry: 
Skill9 Stamina 10 

2nd Caarth Sentry: 
Skill 10 Stamina 10 


You cannot escape and enter the opening until you have despatched the second opponent. If you kill the 
sentries, turn to 156 to enter the opening. 

-64- 
As night draws in, you must eat a meal and consume 1 drink of water. You and O'Saldah decide to 


collect some firewood and make camp for the night. As you sleep, you must test your Luck. If you are 
lucky turn to 185. If you are unlucky turn to 313. 


The man died from mortal wounds to his stomach and cranium. The pale, blue face refutes any calmness 
surrounding his nature of death. His sword must have been lost in the fast current, but a dagger is still 
at his belt. You may tuck this into your boot. Finding little else, you let go of the corpse. It slowly 
continues along the Eltus; the river will wash him up somewhere. 


Turn to 338. 


-66- 
You immediately recognise the lizard. It is a monster that many hapless adventurers have fallen foul of: 
a Basilisk! Not only do they have poisonous breath, but they can also turn living creatures into stone by 


simply staring at them! You manage to avert your gaze in time to escape such a terrible death. 


Turn to 273. 


-67- 


The Venus Flytrap continues to be wary of your presence. You search through your backpack for the 
fateful concoction and throw it at the gigantic plant. Even though the repellent does not kill the Flytrap 
outright, it buys you enough time to re-fill your water flask. With the jealous guardian of the pool 
writhing and snapping in pained frustration, you gleefully continue east. 


Turn to 39. 


-68- 


You make a brisk search of the Snake Woman's room. Beneath her bed, you discover a large chest. As 
you shake the box, something thuds against the inside. Will you open the chest (turn to 300) or simply 
ignore it and take the exit on to the bridge (turn to 162)? 


You nock an arrow to the bowstring and take brief aim. You are so well-versed in such a weapon, that 
you do not let a mounted enemy put you off. It is important to maintain clarity in this situation. Because 
of your determination, the arrow speeds towards your target. It easily penetrates his breastplate as 
though it were mere parchment and skewers his right lung. The footpad cries out in pained disbelief, 
before slipping off his horse. The animal whinnies and flails its hooves in the air. You manage to control 
and mount the nervous creature, before hefting your close combat weapon, then charging the other two 
footpads. They are astounded that you have the audacity to counter their attack. However, you must 
fight them together: 


1st Mounted Footpad: 
Skill 8 Stamina9 

2nd Mounted Footpad: 
Skill9 Stamina 10 


Upon knocking the second villain from his steed, you discover he still lives - barely. He manages a half- 
smile, almost a sneer, and whispers: “Heh, w-well, you're... al-alright in battle I-I suppose...”. His head 
falls back, open eyes staring at the sky, unblinking. Will you search the footpads (turn to 174) or simply 
head towards the jungle (turn to 102)? 


-70- 


There is nothing else for it. You must fight this terrible Basilisk the hard way! It hisses in anticipation for 
an easy meal. Whilst you're fighting blind, reduce your attack strength by 3 points for this combat only. 
If you have a shield, you may reduce it by only 2 points. Furthermore, since the Basilisk has a second 
weapon - its poisonous breath - you must roll two dice and compare the total with your current Skill 
score, every time it wins an attack round. If the total is the same or less than your Skill, you are 
wounded as normal. If, however, the total is higher than your Skill, the toxic gas kills you instantly! 


Basilisk: 
Skill 5 Stamina & 


You cannot hope to escape the monstrous Basilisk; if you win this perilous combat, the dead horror is 
harmless enough. You continue north (turn to 149). 


He 


You step into a larger chamber, the ceiling of which is supported by two enormous pillars. There are 
three altars here, adorned with rich red drapes and curious artefacts. Tapestries hang dormant as they 
have done for many years. A dozen elaborately decorated plinths stand in this room, containing murky 
liquids. The floor is comprised of great flagstones, most of which are cracked. Directly opposite is a set 
of iron-rung stairs leading to a bolted trapdoor, and two doors flank you on either side, facing each 
other. 


As you advance further into the worshipping hall, a soul-rending wail suddenly assails you. Clasping 
your hands over your ears, you stumble back in shock - laying eyes upon the most wretched being that 
even your imagination couldn't create. It is squatted upon a slab in the corner, fixing you both with its 
sorrowful eyes red-ringed and full of hatred. A snaky tongue squirms out of its mouth, within which 


you notice a single tooth. Above the scream-emitting maw there is only one nostril. 


The terrible noise continues, as the knotted old woman regards you with a chilling stare that shall 
forever haunt your dreams. This creature is fortunately a rarity, even to Allansia, an un-dead legend 
known as a Banshee. You've heard the terrifying wail of such a being once; even far away, such a sound 
can be distressing enough to try the sanity of the strong-willed! Turn to 159. 


By M 


As soon as you open the phial, a black smoky essence fills the room. You feel cold fingers clutch, not 
only your body, but your spirit and soul. You have fallen prey to the evil Nanka, a supernatural entity 
and dark Genie that serves the Demonic Gods - deities who shall feed upon your very soul in the 
Magical Planes. Sith has finally beaten you. Your adventure ends here. 


-73- 


You return to the boat and travel at least a mile, almost blindly in the pitch blackness. Nevertheless, you 
get very little sleep and must lose 1 Stamina point for lack of rest. In the morning you must eat a meal or 
lose 2 Stamina points, before you continue along the Eltus River. 


Turn to 249. 


-74- 


The oasis is a two mile walk. When you reach it, you discover a large pool of fresh water - and 
something very disgusting. Repulsed by a strong odour of death you force your eyes to see the corpse. It 
is lying there near the edge of the water, deteriorated over several weeks, now rotting and giving off a 
vile stench of decay. What puzzles you is that the circling vultures should have picked its bones clean 
long before...and yet most of the sickening flesh remains. Perhaps somebody killed him and recently 
planted his body here? But that doesn't make sense: why should anyone do sucha thing? Suddenly, you 
notice movement out of the corner of your eye. The corpse - where's it gone! Yelling out in surprised 
fear, you barely have time to evade its raking claws. This thing is one of the un-dead, animated by the 
evil sorcery of a necromancer, and it is known as a Decayer. Such a foul mage also recognises the value 
of fresh water in the desert, but your life is also precious! A deep growl rises from within the Decayer's 
throat and then the lurching horror advances. 


Decayer: 
Skill 7 Stamina5 


You cannot escape this fight, since the un-dead entity is a ferocious opponent. If you manage to survive 
the battle, do you have the word 'Garundi' noted on your Adventure Sheet? If so, you re-fill your flask 
and head north (tum to 331). Otherwise, were you injured during the fight (turn to 105)? Or, if not, then 
test your Luck. If you are lucky turn to 221. If you are unlucky turn to 168. 


-75- 


It is approaching evening by the time you reach a rushing river. Consulting your map, you discover that 
you have reached a channel, heading north, from the Gulf of Shamuz in the south. You guess that your 
position lies somewhere between where two of its tributaries divert east, roughly fifty miles of jungle 
separate these. Although the sound of the river revitalizes your expectations of water to drink it is 
anything but fresh. Pounding its way through a variety of vegetation and numerous toxins, the water’s 
colour is an uninviting dark green. When the bloated corpse of a Goblin passes you by on the torrent, 
you soon forget any idea of sampling it. 


The river is wide but not deep here, so you decide to make a crossing at this point. Having once safely 
reached the other bank, you are putting your boots back on when you hear a noise ahead of you. Several 
men emerge from the foliage. From their loaded crossbows and stern faces, you know they're not to be 
trifled with. If you have a Snake Ring turn to 242. If not, but you have Society Lore turn to 50. If you 
wish to offer to join forces with these men turn to 173. If you decide not to take any chances and make a 
run for it turn to 270. 


-76- 


The spider inflicts 1 Skill point and 4 Stamina points worth of damage to you with its poison. Angrily - 
and cursing the Man-Orcs who kept it as a pet - you fling it away into the undergrowth. 


Turn to 332. 


IT 


As late evening approaches, the brigands decide to camp here until morning. Before you sleep, they 
share with you a meal of Tree Lizard and a drink of water from their skin. Wearied from today's 
arduous trek you are soon sleeping soundly. However, during the night, you hear a sharp, gurgling 
scream - the sentry! A brigand stumbles into the firelight, pointing towards the north, before the knife in 
his back claims him. Ropeniz stirs the other brigand as you snatch up a blazing torch from the fire. 
Emitting terrifying war-cries, five Lizard Men charge into the camp, wielding scimitars and hand-axes. 
You have time to use a bow (turn to 213) if you have one. Otherwise, turn to 130 to fight your two 
opponents. 


-78- 


In one fast, fluid move, you have snatched the knife from your boot and thrown it. Roll two dice and 
add 2 to the result. If the total rolled is the same or less than your current Skill score, your missile inflicts 


an extra 2 points of Stamina damage to Sith. Cursing you, she pulls the blade from her body, and it is 
lost to the dark abyss below. If the total rolled is higher than your Skill, the knife whips past her head 
and plummets to the bottom of the chasm. Whatever the result, delete the Throwing Knife from your 
Equipment List. 


Return to 363. 


-79- 


Warily, you venture beyond the shattered remnants of the wooden door, into a small entrance chamber 
that is bare and dusty. Test your Luck. If you are Lucky turn to 272. If you are Unlucky turn to 187. 


-80- 


You hold in your hands the Shield of Helgnis, once a brave warrior whose exploits and adventures 
passed into legend. However, when he failed to attend the Paladins Banquet in Kaynlesh-Ma, everybody 
began to presume him dead - but such a reckoning was made over two hundred years ago! Then, you 
begin to understand the mystery: Helgnis must have heard of the Hydra and went to battle the beast. 
However, close to death from the ensuing struggle, he uttered a last curse with his dying breath. The 
shield protected his sacred corpse, faithful even after the demise of its owner. The Hydra was thwarted 
of its feast; its victory being a hollow one, it seems. As you warily take this paladin’s shield, a heavy sigh 
resounds about the chamber and a voice whispers from within your own mind: “My thanks, brave 
adventurer. You have slain the Hydra and avenged me - I am in your debt. Take my shield, and my 
blessing.” Gain 1 Luck point. Add the Shield of Helgnis to your Adventure Sheet (if you already carry a 
shield, you must exchange it for this one). Saluting the remains of Helgnis, you are astonished when you 
confront nothing but ashes that are blown away and out of the cave. 


Turn to 334. 


-81- 
With dawn’s light, you awaken to the tasty smell of Nikda Lizard, a dish that is much-favoured by the 
inhabitants of the Snakelands. You may regain 1 Luck point for discovering this place to sleep in and 


you are able to re-fill your water flask here. Saluting the elderly woman, you set off north once again. 


Turn to 98. 


SB 


You must consume one drink water from your flask. The terrain changes from unfertile turf to large 
expanses of tall grass, that rises up to your knees whilst you're on horseback. You suddenly see two 
Wild Boars come charging out of the grass to your left and cross your path. If you have a bow, you may 
shoot one of these for a hearty meal (turn to 170). Otherwise, you must continue east (turn to 9). 


-83- 


You recognise the ancient Rune to mean ‘Blessing’. Priests that ruled Kaynlesh-Ma in years gone by used 
an entire alphabet of glyphs and sigils, written in certain ways to define different things. Such a method 
of communication was so complex that often mistakes were made in their messages! This phial contains 
a Healing Potion that restores your Stamina to its Initial Score. You may use this at any time during your 
mission. Now, if you have Magic Artefacts Lore turn to 236 to examine the strange arrow. Otherwise, 
turn to 162 to exit this tower room and take the bridge. 


-84- 


There is so much bountiful loot to look through here that you are tempted - at least a moment - to forget 
your quest and fill up your backpack. However, you shake off such selfish thoughts; Arantis is in grave 
danger of being overrun by the Caarth armies, you have your country to think of. You ignore the gold 
and other objects that could encumber your stealth, but instead pick up a ruby statuette. However, as 
you inspect it more closely, it suddenly starts to change size. Larger and larger it grows until the figure 
stands over seven feet tall. The warrior of ruby is a form of guardian, protector of the treasure hoard 
from which you've stolen! Magically created, such sentinels serve to defend important vaults at all costs 
- and to vanquish such a foe would prove difficult indeed. Without life in its eyes, the sentinel advances 
upon you. You back away...a portcullis descends, blocking your retreat. If you have a Jade Panther turn 
to 91. Otherwise turn to 376. 


-85- 
You use your knowledge of the Lizard People as a way of working round this Lizard Man. First, you 
seem rather disappointed at why he's selling this for a tremendous 8 Gold Pieces to a fellow brother. 
Gradually, you beat him down to 6 Gold Pieces, at which the price stays. Whenever you wish to drink 


this potion, turn to '382', but make certain you record the entry number you're on at the time. 


Turn to 398. 


-86- 
The warrior-mage only takes one look at the object you wear before he moves aside from your passage 
to the door. You wonder how important such an item is to be revered by one of S'turrak's powerful 


Snake Men! 


Turn to 8. 


-87- 

No sooner have you fallen asleep than a heavy 'plop' sounds nearby. Alerted to the noise, you leap up 
and keep your weapon handy. You peer through the gloom; the flames of your camp fire illuminate a 
curious circular-shaped thing lying upon the ground. It is flat and a sickly yellow colour, measuring 
three feet across in diameter. If you have South Allansian Lore turn to 381. If you do not have this Lore 
turn to 99. 


-88- 


You manage to evade the second attack of the Mantis Man. It's huge mouth curls into a savage snarl as 
you leap back into the saddle and flee the grotesque predator. 


Turn to 342. 


-89- 


The Hagasith knight is fast! Roll two dice. If the total is the same or less than your current Skill score 
turn to 256. If the total is higher than your Skill turn to 128. 


-90- 


Do you have Society Lore? If so, turn to 196. Otherwise, turn to 38 to leave the village. 


-91- 


At once, you search your backpack for something to combat this stomping adversary. The Jade Panther 
you kept was certainly fortunate: it leaps out of your pack, to your utter surprise, and grows in size to 
take on the Sentinel. There is a titanic struggle between the two combatants. It ends with the arrival of a 


humanoid figure, an elderly priest glowing a spectral white. The apparition is no illusion, but a ghost! 
“Enough!” he cries. “Enough! I bid you to cease this pointless struggle!” 


With a wave of the spirit's hands, the two elemental entities disappear from sight. Turning to you, the 
priest offers a weak smile, and bows shamefully. 


“Forgive our ill-greeting, brave adventurer,” he says in deep, resolute tones. “During the rule of the 
Jerantai warrior-mages, we endured the incursions of the jungle beasts and other atrocities. When our 
dominion was gradually being taken over by evil forces we limited our magical activities to this temple. 
One by one, we died. Our demise, however, would not affect those Jerantai who turned to the jungle for 
their needs. But the treasure here would remain untouched, or a curse would affect those responsible - 
such was the Sentinel.” He takes out from inside of his robes a beautiful gold necklace with a sapphire 
set in its centre. “This trinket will help protect you against the forces of evil and chaos. Please accept this 
gift as a token of respect, that we hold for all brave warriors.” 


Record this Sapphire Necklace upon your Adventure Sheet; it deems you 2 Luck points and adds 2 to 
your attack strength in future combats. This is indeed a powerful artefact! Before you can return the 
gesture of gratitude, the ghostly priest slowly fades away to nothing. The portcullis has raised itself. You 


return back upstairs and depart the temple. 


Turn to 165. 


-92- 
As soon as you smash the skull upon the tower's hard stone floor, there is a terrifying wail, a haunting 
scream, and then sudden silence. Note the word 'Garundi' upon your Adventure Sheet. Although 
nothing untoward has happened to you, that tortured scream was enough to make you flee the 


watchtower! 


Turn to 368. 


-93- 


You climb into bed for a good night's sleep. Feeling warm and safe - thanks to the guards of Lord 
Almazd - you soon fall into a deep slumber. 


Turn to 144. 


-94- 
According to legend, this cove is the frequent sighting of Merfolk - a people of the sea who rarely 
venture to the surface. An adventurer claimed that he had spoken to a Mermaid who told him of a 
particular tale concerning a malevolent sea-serpent that had been turned to stone by one of their 
sorcerers. It can still be seen here today, its humps solidified into wave-worn boulders. Whether these 


rocks truly answer to legend or Mother Nature, for the moment a girl upon one rock intrigues you more. 


Turn to 321. 


-95- 


Unknowingly, you narrowly avoid the slithering form of a grass snake that passes you by. You continue 
east. 


Turn to 281. 


-96- 


Without any source of light, traversing the pitch black passage proves frustratingly slow. You bang your 
head on a low beam strut across the ceiling. Lose 3 Stamina points. Cursing this foul city, you continue 
stumbling along. 


Turn to 2. 


-97- 


You recognise the black bell from previous scriptures you’ve read in the library at Kaynlesh-Ma. It is a 
dark and powerful object, fashioned by demonic magic, interwoven with evil - and it's purpose is to 
awaken the dead! If you have South Allansian Lore turn to 224. If you wish to ring the bell turn to 311. If 
you wish to pass it by and continue towards the stone jetty turn to 100. 


-98- 


You make good progress throughout the morning. By high-noon, reedy plains begin to make way for a 
more dry and powdery soil, that gradually merges with the Desert of Skulls. Consulting your map once 
more, you learn that - Zaragillia permitting - you shall reach the city of S'turrak before long. 


After two hours, you stop to rest and consume 1 drink of water. The dunes are now harassing your 
progress. From the summit of a particularly large rise, you spy the approaching form of a camel, its rider 
wearing black robes and a turban with a jade-green precious stone set into its middle. If you have 
Society Lore turn to 248. Otherwise, turn to 317. 


-99- 


The weird creature is a Caliss, a predator of the jungle - it attacks its prey by leaping with amazing 
speed and agility. As it does so, barbed claws emerge from its flanks. This thing is both bizarre and 
deadly! 


Jungle Caliss: 
Skill 11 Stamina 6 


The Caliss can only suffer two or three hits before it is slain. However, it is hungry for your blood and 
you cannot outrun the creature: it is too fast for you. If you win, you impale the Caliss with the point of 
your blade and throw it upon the fire. You watch, as instantaneously it catches light. 


Turn to 234. 


-100- 


The craft bumps gently against the stone jetty. You secure the boat to one of the iron moorings which is 
corroded with rust. You don't like leaving your trusty rowing boat here - it has carried you some way 
across Arantis. Call it foolish affection, but you had become used to this boat since you bought it in 
Dabaros. Then, you notice a curious sigil carved into one of the posts of the jetty. If you have Society 
Lore turn to 11. Otherwise, you forget the symbol and turn to 326. 


-101- 


The sorcerer is exhausted from his spell-casting; such dark arts require tremendous concentration to 
perform successfully. Now, you must take the opportunity in turning this slight reprieve to your 
advantage. You may use only two of the following items in your counter-attack: 


Arrow of Tanzajir (turn to 233) 
Green Globe (turn to 181) 
Yaluga Egg (turn to 304) 


You shall return here from the reference you have turned to - but be certain to make a note of any 
damage you have inflicted upon the sorcerer. When you have finished here, you must prepare yourself 
for his next attack by turning to 55. 


-102- 


You climb a steady rise and overlook the green valley beyond. The jungle is laid out before you like an 
extensive inland sea of verdant green, a sprawling mass of vegetation. You survey and ponder such a 
breathtaking sight. Dozens of screeching tropical birds, their feathers a myriad of bright blues, reds, 
yellows and whites, glide with ease across the canopies of tree-tops. Far-off roars resound about the 
valley; the only signs of alternative life, predators hidden within the dark realms of the jungle - you are 
at once reminded of the worthiness of your weapon. Before you set off for the jungle, you remember to 
reverse the robes Terrenul gave you. Their green colour should now help camouflage you adequately for 
this type of terrain. 


With vigilance, you descend the slope from your vantage point, discovering a small trail into the dark 
jungle...it’s an entirely different world. You spot a variety of curious plants and blooms, colourful, and 
rich in perfume. Creepers hang from the ancient trees of this primeval terrain; you are forced to clear a 
way with your blade. This work is frustratingly slow and arduous. Swarms of irritating insects harass 
your laborious progress. Cursing this humid place, the sight of a small, stagnant pool serves as a 
reminder to the problem of water shortage in the jungle. 


Turn to 320. 


-103- 


As you take the shell, you feel much more confident and your senses sharpened. Regain all lost Skill 
points! The Mermaid says this shell is your reward for returning the necklace (delete the Sharks Teeth 
Necklace from your equipment). Then, she dives into the water and disappears from sight. Turn to 77. 


-104- 


The markings are about a thousand years old - Arantis was submerged in all kinds of sorcery during 
such an age. Slowly, you decipher the runes, translating them to your own tongue out loud: 


‘This is an altar of good 
The evil has been banished 
Place your hand if you would 
And your troubles are vanished’ 


Whether this message is a genuine piece of advice, you cannot be sure. You recall that during its writing 
there was magic of all kinds abroad in Arantis; herbmastery, necromancy, even demonic worship. 


Turn to 329. 


-105- 


Because you have been wounded during the fight, you've definitely contracted the Decayer's powerful 
weapon, its dirt-encrusted claws carried a deadly disease and, although the effects will not be due for 
another week, you are doomed to death. Nevertheless, you should have ample time to succeed. Note the 
word 'Nemesis' upon your Adventure Sheet. 


Turn to 331. 


-106- 


Gingerly, you prise the lid from the box - and a black spider suddenly crawls on to your hand! Test your 
Luck. If you are lucky turn to 243. If you are unlucky turn to 76. 


-107- 


You take up your throwing knife and take quick aim before propelling it towards one of the foe. Roll 
two dice. If the total is the same or less than your current Skill score, you may turn to 292 to fight only 
the second Giant Wasp. If the total is higher than your Skill, the knife whips past the Wasp and is lost 
from sight. Delete the Throwing Knife from your equipment, and turn to 292. 


-108- 


With tentative steps, you advance upon the dark, forbidding tower. You spot a curious sigil, a triangle 
with three lines scratched above it, marked upon one of the pillars to the entrance. If you have Ancient 
Runes Lore, turn to 127 to define the meaning of the sigil. Otherwise you enter the tower by turning to 
52. 


-109- 


The Serjeant warns his men to arm themselves. They leap to their feet with calm precision, hefting their 
scimitar blades. With the table on one side, you are able to fight them one at a time in the cramped 
space. 


1st Caarth: 

Skill 9 Stamina 10 
2nd Caarth: 
Skill 10 Stamina 9 
Caarth Serjeant: 
Skill 10 Stamina 10 


If you win this difficult fight against three opponents, you hurry towards the north door and open it. 
Turn to 188. 


-110- 


You are just about to throw open the doors to the underground cellar, when you spy a reflection flit 
upon a nearby window. Whirling round, you confront a rough-looking thug, standing upon the roof of a 
nearby house. He falters in his attempt to leap on top of you, the cudgel in his hand obvious testimony 
to his true intentions. 


Turn to 220. 


-111- 


You pause to re-fill your water flask from the pool. With trepidation, you enter through the cave mouth. 
It's pitch black in here; you must use a lantern or lose 2 Stamina points for stumbling over something on 
a floor (further along, if you lack a source of light, you use a stick and some dried moss you discover 
upon the floor). The Hydra's lair is something of a gruesome habitat: more than a dozen bones - mostly 
human - litter the floor. Mysteriously, you find one corpse that has decayed, rather than being consumed 
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on the spot. The shield this fated warrior clutches in his bony hands measures two feet across in 
diameter, and is fashioned from a curious mirror-like metal. The Hydra must have feared such an item 
for some reason. If you have Magic Artefacts Lore turn to 80. Otherwise, you decide to leave the 
unfortunate adventurer in peace. Turn to 334. 


-112- 


You mount up on Balaz's camel and he clicks his tongue. As the animal bumps along at a fast trot, you 
reach the oasis in under half an hour. Relieved to see that it is deserted, you hurriedly dismount and 
thank Balaz, before he bids farewell and continues south. You gulp from the fresh water, bathe your 
sweat-stricken face and re-fill your flask. Refreshed once more, you continue north. 


Turn to 239. 


-113- 


After two hours, you come in sight of a small dilapidated hut on the southward bank. A rough, well- 
worn dirt track leads from the river to the door. The wooden jetty before this appears as if it would 
collapse any minute. There are no other boats tied to it. It seems strangely quiet here...too quiet. You 
don't like it, something's wrong. Even the birds avoid this place. You also spy a red mark upon the door: 
a circle with a cross through it. A warning of some kind? If you have Society Lore turn to 266. If you 
wish to investigate the hut turn to 395. Otherwise, turn to 232 to continue past it. 


-114- 


The Snake Woman is surprisingly skilful in the use of these weapons. She is not merely a ‘royal jewel’ 
spoilt by jewels! 


Priestess to Negresh: 
Skill9 Stamina 8 


When you have reduced her Stamina to 3 points or less, she shrieks in pain and flees for the door you 
came in by. If you have any Anti-poison, use this to halve the number of Stamina points you lost (if any) 
rounding fractions down. Listening to her terrible yelling, you may quickly take the exit that leads on to 
the stone bridge (turn to 162) or risk searching her royal quarters (turn to 68). 


-115- 


Again, you notice how the tall grass is returning to harass your progress. This type of terrain is ideal for 
bandits and brigands, who could suddenly leap out and assail you by surprise. Test your Luck. If you 
are lucky turn to 20. If you are unlucky turn to 207. 


-116- 


The shield has perhaps saved your life. The quarrel slams into it and, before the other brigands can act, 
have made good your escape. 


Turn to 270. 


-117- 


You have heard much tell of Desert Wolves. These Sand Hunters, so the nomads describe, have been 
discovered to detest the sound of a high-pitched whistle. Those Caarth you encountered when you 
infiltrated the Snakelands must also have known this. You take up the whistle and give a good hard 
blow. At first, nothing happens. Then a piercing howl penetrates the night air once more, and the Desert 
Wolves retreat from your camp. 


Turn to 6. 


-118- 


A sudden glow emanates from where you have placed your hands. It fills you with warmth and 
goodness: gain 4 Stamina points. As you slowly remove yourself from the altar, a whirlwind spirals 
round and round. Fear causes you to back away. What's going on! your fervent mind shouts. 


Then, abruptly, the powerful winds cease. In place of this is a humanoid form, vaguely luminescent, 
casting an aura of magical force about it. The spectre takes two steps towards you - and now you can 
distinguish its face. It is that of a young, dark-haired man, with handsome features, high-cheek bones 
and pointed nose. The bright blue eyes regard you with some curiosity, but a sense of kindness pervades 
this spiritual entity. 


In a deep, resonant voice, it speaks: “Brave warrior, you have shown yourself worthy to accept the 
treasure I have for so long guarded. Others that came before you failed; for over nine hundred years, I 
have waited for this moment.” 


Thus saying, it brings up a smooth-skinned hand, the thin fingers uncurl to drop a small object into your 
palm. The artefact is a ring, fashioned from ebony, and covered with runes similar to those upon the 
stone altar. You can almost feel the ancient wisdom it contains. 


“The ring shall protect you against dark sorcery. To arouse the hidden powers within, simply utter 
the phrase, 'one for two". The enemy's spells will then be thwarted. Now, please leave this sanctuary. I 
bid you good fortune to the mission you have set yourself.” 

Without further advice, the ghostly apparition disappears from sight. Warily, you slip the ring upon 
your index finger. Nothing untoward happens, but its goodly presence remains. Make certain you note 
down the words 'one for two', before you depart the temple. Turn to 210. 

-119- 
Although you fail to make anything of these gruesome totems of the camp, you nevertheless take a 
precautionary measure and give it a wide berth. Test your Luck. If you are lucky turn to 190. If you are 
unlucky turn to 302. 


-120- 


You gallop to reach the last transport - upon sight of you, the Black Elves grab for their crossbows. Two 
are aimed at you from the front seat, another three from the caravan windows. 


“What do you want of us, stranger?” asks the driver suspiciously. 
“We are interested in sampling your wares, trader.” 


The Black Elf squints at O'Saldah who has answered for you. Then, his mouth curls up into a gentle 
smile. He waves down the loaded crossbows with a relaxed gesture. 


“O'Saldah, what brings you to these parts?” 


“Those damned routiers, Urellias, there's quite a few about these days. This is a friend, whom I met 
when we engaged and killed the lot of them.” 


The Elf offers you a slight nod of the head in greeting. “Well, well, what a surprise to meet you like this. 
You just caught us moving north...we might even consider going further north than last time, y'know, to 
the cities of Fang and Zengis, perhaps even the Icefinger Mountains. The family have always wanted to 
see up that way.” 


You eat and converse with the Black Elf traders for a short while, before you decide to examine their 
wares: 

Lantern 5 Gold Pieces 

Anti-poison 6 Gold Pieces 

Bronze Effigy 4 Gold Pieces 

Throwing Knife 3 Gold Pieces 

Empty Water Flask 2 Gold Pieces 

Buckler 4 Gold Pieces 

Mirror 4 Gold Pieces 


The Lantern, Anti-poison, Mirror, and Bronze Effigy are each 1 Backpack Item. The Throwing Knife you 
tuck away into your boot. The Empty Water Flask may be used as a spare. The Buckler is of fine 
craftsmanship; add 1 to your attack strength whilst you use it. Now, add 2 Stamina points for the light 
meal, before you thank the Black Elves for their hospitality. Whilst they travel on their way north, you 
must continue the mission east. 


Turn to 43. 


-121- 


The Snake Man is a warrior-mage, a very high ranking official in S'turrak. He grows increasingly 
suspicious of your odd behaviour. Before you can say or do anything, he holds aloft his golden sceptre 
and a bolt of crackling energy surrounds you. This does not harm you - but when the spell disappears, 
your magical disguise goes with it! Exposed for who you really are, the mage's eyes grow wide with 
shocked fear. He hisses in anger and slaps the amazed Caarth guard into action. The Snake Man fumbles 
for his weapon...but is quickly dealt with when you throw a nearby stool at him. It catches him full in 
the face, and he is rendered unconscious. Before the Warrior-Mage is able to cast another, more violent 
spell, you rush him, weapon at the ready. Cursing you in your own tongue, the adversary draws a dark 
blade; it is wholly evil and edged with poison. Unless you have a shield, you must reduce your attack 
strength by 2 points for this combat only. Whenever you are wounded, you must lose 4 Stamina points 
instead of the usual 2. Also, every round you're successful, roll one die: a 1 or 6 means he has deflected 
your blow with a powerful shielding spell. 


Caarth Warrior-Mage: 
Skill 9 Stamina 12 


Your opponent is very dangerous and a superb sword-fighter! If you defeat the Warrior-Mage, will you 
search the place (turn to 212) or simply leave by the other door (turn to 8)? 


1292. 


Although you do not know it, these leather gloves actually protect you from the barbed, poisonous 
thorns of the bush. 


Turn to 44. 


-123- 


You recognise the plant to be Void Flower - a nickname for it in Arantis. It is quite a rare bloom to 
encounter and considered a good omen for those who come across it. However, you know that the 
effects of ground Void Flower are fairly useful: the consumer is instantly knocked unconscious for a 
long time. Doctors and surgeons in Kaynlesh-Ma use this precious plant for an effective anaesthetic. 
Currently, they are trying to grow whole gardens of them. You pluck this one (hoping it's not the only 
one in existence as you do so!) and pour the ground flower into a pouch. Record the Void Flower in your 
notes. 


Turn to 113. 


-124- 


You brace yourself against your shield as the arrow thuds into it. The Jestrali curses you and throws 
down its bow. 


Turn to 254. 


-125- 
You stop to inspect the strange statue; fortunately, your instinctive caution proves invaluable - the 
creature's two long arms suddenly shoot out to grab you! Avoiding the deadly talons, you spur your 


horse on, until out of sight of this bizarre predator. 


Turn to 342. 


-126- 


You have taken no more than several steps before a hooded figure emerges silently from the darkness. In 
surprise, you nearly fall back down the stairs. The black-robed humanoid throws back its cowl - 
revealing two blood-red eyes that shall forever haunt your dreams. The being has a sickly pallid skin 
that is stretched taut over its bony face. The stare of a Phantom is its most powerful weapon. Roll two 
dice. If the total is the same or less than your current Skill score, you manage in time to avert your gaze 
from its own. If the total is higher than your Skill, turn to 285. Now, if successful, do you have a Silver 
Dagger? If you do turn to 19. Otherwise turn to 285. 


-127- 


You know that a passing adventurer has used his knowledge of runes to warn others that a trap lies 
upon the third step of the spiral stairs that ascends this tower. O'Saldah commends you on your Lore as, 
cautiously, you stride over the treacherous trap. 


Turn to 367. 


-128- 


The crossbow bolt is deadly accurate: it easily penetrates your armour and chest, puncturing one of your 
lungs. The pain is unbearable. The last thing you see is the Hagasith hissing in sheer delight at your 
demise. You can taste blood welling in your mouth, as everything goes dark and you lose consciousness. 
Your adventure is over. 


-129- 


Just as you think the Cyclops has had enough, you are held aghast when its form begins to shimmer 
before your eyes. Is it a trick of the light? Is it some illusion? What foul sorcery is this? You witness 
something disturbing indeed - the Cyclops has somehow changed into another form! It is just as ugly 
and just as tall, but now has two eyes with which it returns your stare. The creature before you is fatter 
and hairier...a Hill Giant! With its face contorted into a sneer, the towering brute picks up a fair-sized 
rock from the ground and throws it at you. Roll one die. If the number rolled is 1-3, the rock glances of 
your shoulder, and the total of Stamina points you lose is represented by another die roll. Whether the 
missile hits you or not, it has bought the Giant some time to stride forward and swing its club at you. 


Hill Giant: 
Skill9 Stamina 11 


Again, you must continue the fight until the Giant's Stamina is reduced to 4 points. While its huge body 
shimmers and metamorphoses for a second time, you can take this opportunity to escape back to the 
boat (turn to 199). If you wish to remain and confront this shape changing entity, then turn to 365. 


-130- 


Two Lizard Men attack you together. Fight the first opponent normally, then the second in the following 
round of combat. If you have the higher attack strength against the second Lizard Man you have merely 
parried his blow. If he has the higher attack strength, he wounds you normally. Continue this procedure 
until you have despatched the first Lizard Man. 


1st Lizard Man: 
Skill 8 Stamina 9 

2nd Lizard Man: 
Skill 9 Stamina 9 


When you have killed both opponents turn to 267. 


-131- 


Helpless, O'Saldah flees the tower in frustrated fear. You are about to pursue your friend - when the 
necklace exacts its final stage of the curse upon you. Screaming in agonised pain, you clutch your head 
as the last defences of your willpower disappears. You remain a servant to the evil necromancer's magic. 
Alone, and without self-thought, you will decay here until perhaps a warrior will end your miserable 
existence. Your adventure is over. 


-132- 


Upon witnessing your symbol of Sith, these sentries make no attempt to bar your way. Your trinket must 
be regarded important by most of S'turrak's inhabitants! 


Turn to 156. 


-133- 


The thing attacks you again, this time getting a better grip of your throat. Its maw is filled with razor- 
sharp teeth - which decapitate you in an instant. Your adventure ends here, at the bloodied claws of a 
Mantis Man. 


-134- 


The patrol leader advances a few paces to higher ground and peers through his looking glass. Your 
instinct screams at you to hide. Test your Luck. If you are lucky turn to 364. If you are unlucky turn to 
40. 


-135- 


You swiftly pull out the Holy Water from your backpack and throw it over the first to reach the 
platform. The un-dead corpse shudders upon impact. Roll one die, and deduct the result from the 
Stamina of the first opponent. If you roll a six, that Zombie is instantly dissolved into nothing (and if this 
happens you combat the remaining two of the first group). 


Turn to 253. 


-136- 


Before you can do anything, the lizard peers at you through wicked-looking eyes. You attempt to swing 
your weapon at the Basilisk...but to no avail - your limbs are rendered immobile, your sword remains 
aloft for a very long time. You are being turned to stone! Your adventure ends here, because of one of the 
deadliest desert creatures to have ever lived. 


-137- 


As the day wears on, you must consume one drink of water from your flask. The flatlands are becoming 
increasingly boring; it is of some relief that O'Saldah makes out a cluster of yurt, which he plainly refers 
to as tents of felt. They are circular in shape, measure ten yards in diameter, and are easy to dismantle 
when the nomadic occupants move on elsewhere. 


With a little apprehension, you both approach the camp. The nomads are by now aware of two more 
journeying warriors. All but one receives you: he remains by the campfire roasting three small lizards. 
About a third of the contingent are men, the rest are women with their offspring gawping at you in 
curiosity. Dressed in rough leathers, and a rounded helmet with a steel spike protruding from the top, 
the man lying upon the bare ground asks, gruffly, what you want. Either these people aren't well-versed 
in greeting fellow travellers or they're genuinely reproachful. If you have Society Lore or South 
Allansian Lore turn to 388. Otherwise, the nomad leader grudgingly asks if you'd like to join them in a 
meal of lizard meat - but in return you must examine two objects they have come across. One is a runic 
staff (turn to 178) only if you have Ancient Runes Lore, and the other is a leather-bounded scroll which 
was discovered on a dead Jestrali in The Desert of Skulls (turn to 222) only if you have Snake Language 


Lore. If you have neither of these Lores, you bid them good afternoon before riding on east (turn to 301). 


-138- 


The journey to Kaynlesh-Ma takes little more than a day. Terrenul awaits your triumphant return, 
eagerly shaking your hand in congratulations and friendship. After the celebrations, upon reaching your 
old home on Falcon Avenue, your brother welcomes you warmly. However, matters soon turn sour... 
within the week you are in grip of a fever that confines you to your bed. Disgusting sores begin to afflict 
your skin and flesh. Horrified, your brother summons the most professional physician in all of 
Kaynlesh-Ma. He arrives quickly and examines your pain-wracked body. It takes only a few moments to 
come to a conclusion - but he appears deeply grim and reluctant to tell you. You implore him to offer the 
bad news first: 


“I'm afraid, sir, that this disease is nothing natural. Yet I have seen such an illness before. The results 
are not very pleasant.” 


“You mean... I'm going to die?” 


He nods: “And it gets worse. You would come back to this world as one of the un-dead. Even your spirit 
and soul are tainted by its evil.” He pauses, allowing such a prospect of your inevitable death (and un- 
death) to sink in. “But the only good thing is our knowledge of what will happen following your 
passing - you must understand that your corpse will be cremated, so as to destroy the evil festering 
within your body, and prevent a second great plague of the city.” 


Slowly, you nod acquiescence, then request the priest to inform your brother of the tragic news. “We lost 
our entire family to the Plague of Kaynlesh-Ma,” you tell him. “Perhaps now I will join with them.” 


When both their backs are turned, you take up a long-bladed dagger, inhale a deep breath...then fall 
upon the blade. You have succeeded in your mission - but paid the price of victory in full. This 
adventure was certainly your most fatal. Taking your own life lends you some dignity that, at least, you 
have thwarted the Evil Gods. 


-139- 


With some apprehension, you put the phial to your lips and tip its contents into your mouth. Slowly, the 
water-like liquid slips down your throat and into your stomach. What you have swallowed is actually a 
potion of fortune, blessed by a goodly priest. Gain 3 Luck points. Now return to the entry you 
previously came from. 


-140- 


Although you fight valiantly, the tendril overpowers your struggling efforts and throws you into the 
vase. As you fall, you strike your head upon a metal breastplate and lose consciousness from a mortal 
wound. Perhaps this is a more merciful way to die as opposed to being eaten alive by the Pitcher Plant's 
digestive acids... Your adventure ends here. 


-141- 


Using the magical power of the amulet, you approach in full confidence. The Snake Men are taken aback 
by your appearance and brandish their scimitars. Suspicious of who you are, one of them addresses you. 
If you have Snake Language Lore turn to 316. If you do not have this Lore turn to 247. 


-142- 


There is a sudden flash of blinding light. It surrounds your entirety and the Caarth Sorcerer steps back, 
shielding his eyes and cringing in confused fear. After recovering his wits, he attempts to cast and direct 
several particularly nasty spells at you, but curses in frustration at your powerful protection. Thanking 
the Gods for this Ebony Ring, you advance in confident steps. 


Turn to 101. 


-143- 


You are in a large chamber... filled to the brim with all manner of treasure you have ever laid eyes upon. 
Caskets of gems sparkle in the light, masses of gold coins sit in open chests, and plates and goblets of 
silver weigh down the stone shelves. There are even various weapons encrusted with priceless jewels, 
highly polished, that stand ceremoniously in their important place within this underground vault, once 
the arms of kings, warlords and warrior-mages. You falter in your step and are forced to sit yourself 
down, taking all this wondrous treasure into conception. After a few moments, will you examine the 
various artefacts here (turn to 84) or return back upstairs (turn to 165)? 


-144- 


You step out into the bright morning sunshine of Rashadesh. Unlike the previous night, there are now 
numerous and various townsfolk bustling the streets. Following this mainstream of traffic, you 
eventually find yourself in a busy market place. There are various stalls displaying their wares. You 
walk around those that bear some appeal to you, and decide what you might buy: 


2 Provisions 1 Gold Piece 


Potion of Stamina 5 Gold Pieces 
Shield 7 Gold Pieces 
Throwing Knife 4 Gold Pieces 
Water Flask 3 Gold Pieces 
Chainmail Coat 9 Gold Pieces 
Double-headed Axe 8 Gold Pieces 


You don't have to purchase any items here. The Potion of Stamina will restore half your Initial Stamina 
(rounding fractions down). The Shield slips on to your arm and does not count as a Backpack Item. The 
Chainmail Coat protects you by reducing 1 point of Stamina damage in battle. The Double-headed Axe 
causes 1 extra point of Stamina damage to more formidable opponents, but you must reduce your Skill 
by 2 points when you use it. The Water Flask is empty and may be kept in your backpack as a spare. 


As you begin to exit the market square, you notice an imposing white building with a large dome. A 
passer-by informs you that it is the town library. You venture inside and uncover two ancient dusty 
tomes that yield some interest to you: one is written in outlandish runes, the other is clearly recognisable 
as the written word of the Snake People. If you have Ancient Runes Lore turn to 355. If you have Snake 
Language Lore turn to 58. If you have neither, or wish instead to leave this musty place of scrolls and 
manuscripts turn to 286. 


-145- 


Years of watching street hawkers in the market places of Kaynlesh-Ma - and with some knowledge of 
the Lizard Man culture - you manage to beat his price down to 5 Gold Pieces. ‘After all’, you tell him, 'we 
are brothers, but I don't know whether to buy this potion of yours...' He should never have mentioned 
his desire for making money so quickly. Whenever you wish to drink this potion, turn to '382', but make 
certain you have recorded the entry number you are on at the time. 


Turn to 398. 


-146- 


Such white-coloured objects are occasionally left in the path of goodly warriors such as yourselves. The 
servants of Lord , The Trickster God, often observe and deliberately leave items for travellers. As you 
have worked your way to this place, they consider to bestow upon you 2 Luck points for your efforts. 
Putting the horseshoe into the pocket of your jerkin, you continue east. 


Turn to 137. 


-147- 


After a hundred or so paces, you find yourself looking upon a large clearing with thatched huts 
standing within. The drums are beating in time to a spirited gathering of native warriors, dressed in 
gargoyle masks and war paint. Clearly, this is some sort of ceremonial dance. If you have Society Lore 
turn to 349. Otherwise, you may venture towards the nearest hut (turn to 284), a second hut further 
away (turn to 35) or simply turn back to the trail and continue east (turn to 228). 


-148- 


There's nothing above ground in the rubble, except for a few gnawed bones: less fortunate victims of 
those evil un-dead beings! Fighting back the nausea, you spy a trapdoor, partially hidden by dirt. 
Warily, you open this; it reveals a small cellar. The stench here is awful; it must be where the Ghouls 
lived. However, you do uncover a chest, which opens. Within is a scatter of 5 gold Pieces and a scroll, 
handwritten but in old Runes. If you have Ancient Runes Lore turn to 383. Otherwise, you may pack 
away the Runic Scroll and head back for the boat by turning to 73. 


-149- 


Night draws in. The way ahead proves increasingly difficult to scrutinise. You yell out in surprise when 
falling foul of a small drop... Roll two dice. If the total is higher than your current Skill score, you sprain 
your ankle, losing 1 Skill point and 2 Stamina points in the process. You guess that you have stumbled 
upon a wadi (a dry gully). There is a large opening cut into the rock. With the approach of a dust storm, 
and the freezing cold of night, you decide to investigate this further. Unless you have a lantern, you 
must lose another 2 Stamina points as you tumble down some smooth steps. 


At the foot of the stairs is a brightly-lit cavernous room, full to the ceiling with all manner of bric-a-brac. 
Shelves containing scrolls, books, herbs, bottles, boxes and other curios line the walls. Several silver 
candelabra are dotted about the room, lending the untidy place a studious appearance. Clearly, this is 
the abode of some scholar or priest. Then, you hear a sharp tapping, as the solitary habitant approaches 
you. Wary of any tricks, you challenge the robed figure. It merely cackles at this and throws back its 
hooded cowl - the head of this stooped person is vulture-like, and has wrinkled, pale brown skin. You 
are further taken aback when it speaks: 


“A rather unusual, if not fortunate, individual. Tell me, human warrior, who you are and your 
business this far out in the Desert of Skulls?” 


Trusting this mage, you explain all that has happened, beginning from your meeting with Terrenul, 
through your jungle exploits, and braving the desert up until now. The Hamaekai returns the favour by 
introducing himself as Steeldawn and describes how he came to be in this subterranean dwelling. 


“Those Caarth are quite difficult and strenuous to live with. You know, my hand was forced to deal 
out more spells than I cared to cast. Wasting such fine magic on barbarians - it really is the end! So, you 
can very well see, my adventuring friend, that even sorcerers are inclined to move habitat once in a 
while. Now, Yaztromo has it all worked out: his own mystical tower, far enough from anywhere, and 
yet his sweet tooth is enough cause to make him traverse Darkwood Forest and visit his Dwarvish 
friends in Stonebridge...” 


He then apologises for getting sidetracked and offers you some soup. You thankfully accept this 
gracious meal, talking further of your mission. 


“Hmm, yes,” he rubs his chin thoughtfully. “I knew how ruthlessly cruel and intelligent the Caarth 
were... but never dreamed such ambitions would give rise to the tragic prospect that faces us all. Indeed, 
should Arantis fall, then many innocents shall be slain, the priests in Kaynlesh-Ma lost, along with their 
knowledge. The south and western coasts of Allansia will be forfeit and humanity would suffer worse 
things to come. A much worse fate than the pirates of Halak and Rimon have to offer. To think that the 
Snake People and the Lizard Men of Silur Cha could calve up southern Allansia between them; these 
empires would then threaten the remainder of the continent. A grim vision that makes my old bones 
tremble!” 


“Terrenul wonders whether the Caarth have developed an all-powerful weapon?” 
Steeldawn peers at you carefully. His stare is sharp and piercing. “Yes,” he nods, “as I said, the Caarth 


are incredibly intelligent - more so than humans, I dare say! It is possible that they could have 
discovered - from prestigious scientists - a way of channelling the elements to fulfil their desires.” 


You both sit back in silence, quietly speculation if the land-hungry Caarth could - some day - conquer 
not only Arantis but then invade the Swamplands to the east. If you have a Runic Scroll and wish to give 
this to Steeldawn turn to 358. Otherwise, turn to 290. 


-150- 


“Greetings, brother,” you smile, “What joy and relief it is to talk to another such as I; these humans do 
not understand our ways and customs.” 


“That is indeed so,” he replies, “but then I found society within K'rrstal much worse. And yet, your 
accent rather interests me. Where do you hail from, brother?” 


You reply that the citadel of S'hchlss remained your home for your first twenty eight years - but you too 
became disillusioned with Snake Man culture. You had joined forces with a nomadic group, one of 
whom you saved from a Desert Lurcher. 


“Hsss,” it nods, “I see, a most fortunate meeting for you both, one might say. Still, we are brothers 
banished from the evil lands we knew, Arantis being the only country warm enough for our cold blood. 
We fellow renegades must begin a divergent culture from our sadistic brethren. The Black Elves have 
become more widespread than in recent years; it’s certainly possible to emigrate to other lands. If not by 
nature, than by sorcery shall we flourish.” 


“You speak the truth, brother...but it is imperative for me to return to S'turrak: I have friends there, 
allies devoted to our cause. Yet, to venture there, alone and without aid, fills me with fear and dread.” 


When you have finished, he takes from his belt a beautifully crafted dagger, with a pearl handle and a 
razor-sharp blade. The golden scabbard is encrusted with precious rubies and emeralds. “This may be of 
some use to you, brother. It is a symbol of Sith, a cruel and damnable god I have long since finished 
with. I have no more need of such an artefact - but, if you ever return to S'turrak, use this to falsely 
admit your faith to Sith. It may help you. Now, farewell brother,” he clasps your hand in friendship, 
“for I must answer to the call of those curious enough about the Caarth cities...” 


Include in your equipment the Sith Dagger; it as an item upon your belt. With O'Saldah looking at you 
in total bewilderment, you laugh heartily in reply, saying you have friends in many places. 


Turn to 90. 


-151- 


Hissing threateningly, tongue flickering and eyes ablaze with a pure hatred for you and your kind, the 
sorcerer raises both his arms up on high. After a moment, a bright blue aura of crackling energy 
surrounds his form. He then levels the head of his staff towards you - and sends a powerful bolt of 
lightning to assail you! If you have the Shield of Helgnis turn to 275. Otherwise, turn to 351. 


-152- 


The dart speeds towards you. You lie there, helpless, knowing that it cannot miss. The tip penetrates 
your armour and enters your chest. Even though the wound itself is not deep, the dart has been dipped 
in poison. Before you realise what's going on, it is too late to counter the lethal drug that is by now 
coursing along your bloodstream. The icy fingers of death close about you, darkness washes over your 
senses... Your adventure ends here. 


-153- 


You remember discovering the Book of the Jerantai in the library at Rashadesh - and, at the foot of the 
statue, are the runes it described. You tentatively pass your hand over them...a hidden compartment 
clicks open! Within, lies a beautifully-crafted dagger, its blade is fashioned entirely from pure silver. You 
turn the weapon over in your hand, held in awe by its splendour. This Item is worn in your belt. 


Turn to 183. 
-154- 


The heavy corpse hits the water with a mighty splash, and it plummets like a boulder to the dark depths 
of the river. As your boat sails on its way from this burial site, you wipe the disgusting Troll blood from 
your blade, wondering how many more monsters its edge shall vanquish. 


Half an hour later, the wind ceases to prevail. You take up the oars and inhale the warm air as, skilfully, 
you handle the craft. Soon, you catch sight of an elderly woman regarding you from the river bank with 
keen eyes and a gentle smile. She leans on a crude walking stick - and you think she is rather too close to 
the river for comfort! 


“Beware these waters,” you shout a warning to her, “the current is strong and swift, could drown you 
within ten seconds flat, you know.” 


“Aye, brave warrior,” she replies, “but I simply must tell somebody of lost treasure within a temple, 
up yonder!” 


Woah there, what was that she said? Treasure? You ask the woman to repeat her previous statement: she 
eagerly confirms it to be true. Will you pull into shore to find out more from her (turn to 308) or simply 
wish her well and continue to pull at the oars (turn to 199)? 


-155- 


You find the following items: an ornate silver bowl, leather gloves, and a pearl necklace. Besides these, 
you also discover a pouch of 10 Gold Pieces, which you divide equally with O'Saldah. Pocketing the five 
coins, you examine the loot. The silver bowl seems ordinary enough, but will you try on the gloves (turn 
to 340) or the necklace (turn to 255) or instead, search the copse (turn to 307) or continue to ride east 
(turn to 268)? 


-156- 


Below the opening, you discover a tunnel heading for some distance in a northerly direction. Before 
continuing along this you replace the strange stone. You discover that it seems heavier and, when you 
pull it down, a metallic clang rings out. This is a secret escape route built by the city's architect - although 
you hope that Negresh will not use it to flee for safety. 


After half a mile, you come to a set of spiral stairs, with steps leading both up and down. As you 
approach the stairwell, a creaking noise from above alarms you. You just manage to dive out of the way 
as a portcullis come crashing down! Looking about, you can't see any sort of device to open it: you had 
activated it somehow, and it must be protected by a magical password. You have no option of retreat 
now - not that you planned on such a motive! 


From downstairs, you can hear guttural and brutish voices. There is definitely more than a dozen of 
them, you'd wager! If you have read the Tome of Casssarullisss turn to 250. Otherwise, turn to 12 if you 
wish to descend the stairs, or turn to 269 to to ascend the stairs. 

-157- 
Just as you release the bowstring, the Routier swiftly ducks behind a tree stump; the arrow thuds into 
the wood, half the shaft of your missile disappearing into it. The Man-Orc emerges, his face dark with 


anger at being caught unawares. 


Turn to 296. 


-158- 


Notching an arrow to the bow, you pull taut the string. It bites into your fingers as you aim at the 
hesitant captain... your target. Before he can rally his men, you release the bowstring. The arrow streaks 
towards him and penetrates his leather breastplate. Crying out in agonised pain, the officer grasps the 
shaft of the arrow, snapping it off, then falls face forward upon the ground. The rest of the patrol are at a 
loss. They have just witnessed their leader felled by your arrow. Quick to act, you yell a war-cry and 
assail their ranks, striking another one down. There are three Caarth to stand in your way, the fourth 
bolts to the east on his Giant Lizard, raising the alarm that you're here. Fight these remaining Snake Men 
one at a time: 


1st Caarth: 
Skill 10 Stamina 10 

2nd Caarth: 
Skill 10 Stamina 10 

3rd Caarth: 
Skill 10 Stamina 9 


You cannot escape until you have killed the first two Caarth (turn to 278). If you defeat all three, you 
decide against lingering here in case of reinforcements arriving, and instead head north at a faster pace. 


Turn to 278. 


-159- 


Flexing its razor-sharp claws, the Banshee advances towards you. It is a formidable foe and truly 
fearsome! O'Saldah tries in vain to stop himself stumbling about in blind agony, but he seems at the 
Banshee's mercy. For every attack round, roll two dice and compare the total rolled to your current Skill 
score. If the total rolled is higher than your Skill, you must lose the next round automatically, as you are 
rooted to the spot, petrified by the wailing scream! 


Banshee: 
Skill 12 Stamina 12 


You may try to escape the un-dead entity, after six rounds, by climbing the stairs to the trapdoor (turn to 
360). If you somehow defeat this denizen of the temple, turn to 34. 


-160- 


Balaz nods understandably: “Yes, gold is very hard to find these days. But here, at least let me offer you 
some roast scorpion.” There are enough provisions here for two meals. Bidding the wizard farewell, he 
mounts his camel and heads south. You decide to continue north, but must consume 1 drink of water 
before you do. 


Turn to 239. 


-161- 


The ring seems familiar; you recognise it from a picture you found in a book once. It was a portrait of a 
dark-haired middle-aged man, thin in stature but also bearing some authority in his raised face. He held 
a silver-tipped cane in one hand, close to his chest - and the accompanying text informed you that the 
ring upon this same hand was a sign that the nobleman belonged to a particularly estranged cult. This 
society occasionally delved into the dark arts and was considered dangerous in most cities and towns. 
However, various villages in Arantis are plagued by such cultists. They are 'The Black Oasis’, a coven so 


named for they were originally derived from nomadic peoples. You do not trust this man before you, 
and heft your weapon. He snarls and curses you vilely before leaping across the channel created by the 
two boats. 


Turn to 48. 


-162- 


It is ashort distance in crossing the bridge. But all that walking inside S'turrak begins to take its toll. You 
must consume 1 drink of water. Having briefly rested in against a parapet of the bridge, you continue 
towards a looming, tall archway. Before long, you cannot see a thing in the passage beyond. If you have 
a lantern turn to 2. Otherwise, turn to 96. 


-163- 


The jungle is already taking its toll upon you. You stop at a tall stone statue of a robed scholar that is 
four metres high and mostly obscured by creepers. Some of the features are worn and the ancient 
monument is severely cracked in other places. You wonder who could have crafted such a work of art. 
There are various native tribes in this jungle, worshipping their numerous gods and their 
representatives. This makes you think how, in similar fashion, the citizens of Arantis revere the High 
Priest of Kaynlesh-Ma, believing him to be the Holy Incarnation of the Gods. 


Before you continue your arduous journey through the jungle, you must have a meal and consume 1 
drink from your water flask to regain your strength. 


Turn to 183. 


-164- 


Without warning, two of the skeleton statues heft their weapons and leap off their pedestals to attack 
you. Even if you have broken more than one beam whilst leaping back in retaliation, these two are the 
only ones you'll confront - you would have been hard-pressed had all of them suddenly responded! 


Stone Skeleton Statue: 
Skill 9 Stamina 14 


If you win, you must reduce your attack strength by 1 for future combats, as the stone has blunted your 
sword. O'Saldah is reeling back as his opponent falls forward, the magic that animated the statue 
suddenly destroyed. You take the entrance opposite. Turn to 71. 


-165- 


Leaving the temple behind, you plunge straight into the jungle depths. Unbeknown to you, a pit-trap 
lies just ahead of you on the trail. Test your Luck. If you are lucky, you manage to grab hold of a creeper, 
and climb out unhurt. If you are unlucky, you lose 4 Stamina points due to gouging your leg on a 
sharpened stake. Cursing these Headhunters with their tricks and traps, you continue east. 


Turn to 237. 


-166- 


You must wait for darkness to help cover your progress towards S'turrak. Sheltering behind two 
boulders, you must eat a meal and consume 1 drink of water before your patience is rewarded. 
Gradually, the sun lowers in the sky until it is beyond the rusty-red clouded horizon. Checking your 
backpack and equipment, you set off for the city with grim determination. Sentries walk the battlements 
in fewer numbers this time; the Caarth must be confident of themselves and certain that only a 
oolhardy commander would invade a baking-hot desert and their impregnable fortress-city. But they 
never seriously considered a lone hero! 


Suddenly, you detect movement ahead. Diving behind a large rock, your fast reflexes prevent you from 
being spotted by several Snake Men. They have just emerged from an opening in the ground - which a 
ew moments before was protected by a stone of oval shape. Peering round the rock, you barely make 
out humanoid Caarth; one is obviously their superior as he hisses a few words to two soldiers under his 
command. They remain behind to guard the opening, whilst the rest of the group continues west. 
Waiting until they have gone out of earshot, you begin to formulate a plan for getting past these sentries. 
If you have Snake Language Lore and wish to use it here turn to 226. If you have a Snake Ring or Sith 
Dagger and wish to use it here turn to 132. Otherwise, you must fight them. Will you: make use of a bow 
(turn to 356) a Yaluga Egg (turn to 294) or a close combat weapon (turn to 63)? 


-167- 


You sleep soundlessly until early the next morning. Whilst shaving, you notice something amiss - your 
backpack has been unfastened, and you know for certain that you'd tied it securely. Looking inside, 
your fears have become reality: all your belongings, your money, plus two meals from your provisions, 
have been stolen. Your water canteen is still there. Cursing vilely, you throw it back on the bed; it is 
useless to search for your lost property now and must bear the misfortune. 


Turn to 144. 


-168- 


Although you never sustained any injuries whilst fighting the Decayer, it has nevertheless revenged 
itself by afflicting you with its disease. The spores of the deadly illness have infected your body. 
However, one good thing is that the disease will not manifest itself until a week has passed. You still 
have time to succeed in your mission. Record the word 'Nemesis' on your Adventure Sheet. 


Turn to 331. 


-169- 


Unknown to you, the scimitar is a sword that is coated in poison! Are you wearing Leather Gloves? If so, 
they protect you from the lethal substance. Otherwise, you must lose 1 Skill point and 3 Stamina points. 
A phial of Anti-poison will cure your loss of Stamina - but not the Skill point. 


Turn to 309. 


-170- 


You quickly un-shoulder your bow, and notch an arrow to the bowstring. It is difficult to maintain aim 
upon these fast-moving animals. To help your concentration, you think of the tasty pork sausages they'll 
provide you with! Roll two dice, and compare the total with your current Skill score. If the total is the 
same as or less than your Skill turn to 240. If it is higher than your Skill turn to 362. 


-171- 


You are immediately set upon and savagely trussed up - the mercenaries remain faithful to their 
paymasters after all. You are hauled upstairs to a prison tower, in which you are beaten severely, then 
left without food for three days. Thereafter, you shall face the terrible tortures of the ruthless Caarth 
and, should you survive this, then finally to be sacrificed in the pyramid - by Negresh himself! Sith shall 
have your blood as the first of many to come... Your adventure ends here. 


-172- 


There are few townsfolk upon the streets of Dabaros, but its harbour is bustling with various sailors and 
merchants, loading and unloading a variety of cargoes. After a few enquiries, you discover where the 
cheapest of boats can be bought from. The one you visit is an enclosed yard owned by a short sailor. He 
is somewhat unkempt; long, dishevelled hair, unshaven face, dirty clothes that have seen better days 


and rotten, yellowed teeth that clutch his long clay pipe. But, in spite of his appearance, he seems an 
honest enough character. 


“This is a good'n,” he says, with a proud smile. “Can ride t'rapids without bein’ scratched. I'll swear 
that 'er keel is 'ard as diamond!” 


Looking over it, you nod in satisfaction. Not only is the craft equipped with two strong oars, but also a 
canvas sail, doubtless worthy in a fair wind. 


“How much?” 
“Seven Gold, matey.” 


You think this a reasonable price, and hand over the money. He witnesses your departure and wishes 
you luck on your journey east - you'll need it! 


Turn to 229. 


-173- 


Throwing caution to the wind, you decide to accept their gracious offer. If the brigands had wanted to 
waylay and rob you, they would have done it by now - they outnumber you so it’s quite possible for 
them to achieve this. Even so, you trust the brigand leader enough to call him an erstwhile ally. 


During your journey east, you learn that the leader's name is Ropeniz. Like you, he has travelled 
extensively throughout Allansia. “And even to Chalannabrad, capital of Femphrey,” he boasts. 


“You've been to the Old World!” 


He laughs at your astonished expression: “Ha, ha, that I have. But I tell you, Scorpion, don't ever attempt 
such a journey. Logaan's Tongue! but it was a hellish nightmare. Months on end at sea, eating nothing 
but fish when provisions ran out, bored out of your brains with nothing to do, and holding off pirates at 
other times! You think sailors spin a few good yarns in the port taverns, eh? Hah, I can best them with 
worst horrors of the ocean!” 


Your idle chatter is rudely interrupted when he suddenly misses his footing, not having realised there 
was a small gully here. Whilst cursing his carelessness, the others turn to make fun at him. 


“Off on that old tale of the 'Great Crossing’ Ropeniz!” one of them laughs. But his cheerful outburst 
drastically changes to a scream of sheer terror. 


“What...” Ropeniz and yourself gaze at the struggling brigand. “Logaan save us - It's a Pitcher Plant!” 


A Giant Pitcher Plant is a carnivorous thing that catches its prey with the use of a seven metre long 
tendril. This is what's strangling the brigand. Having disturbed the sensitive carpet of vines surrounding 
the base of the plant, it immediately struck. The other brigands attempt to rescue him...but to no avail. 
The tendril raises him out of reach and deposits him within its vase-like body. You know that he is 
already half-dead and exposed to the acidic chemicals that shall dissolve and help digest his body. But 
the Giant Pitcher Plant has not satisfied its hunger: the tendril whips out once again! Roll two dice. If 
both the scores match turn to 327. Otherwise, turn to 271. 


-174- 


A search of these footpads reveals a total of 10 Gold Pieces, 3 meals worth of provisions, a lantern and, 
in one of the saddle bags, you discover a blanket and a brass telescope. Decide what you want to pack 
away before heading for the jungle. 


Turn to 102. 


-175- 


Who you are confronting causes you to falter in your steps. They are clearly natives warriors with 
stripes of red and white war paint daubed over their dark brown skins. They wear only loincloths and 
rope belts from which hang several shrunken heads! Wielding clubs and spears, weapons that are 
crudely made, the warriors ready themselves to attack you. You must fight the four headhunters in two 
pairs. The first warrior you may fight normally, but in each round you must fight the second opponent. 
If he wins that particular round, he wounds you as normal; otherwise, you have only parried his blow. 
You must continue this procedure until the first of the two warriors is slain. 


1st Pair: 
1st Headhunter 
Skill 8 Stamina 9 
2nd Headhunter 
Skill 8 Stamina & 


2nd Pair: 
1st Headhunter 
Skill 8 Stamina9 
2nd Headhunter 
Skill9 Stamina 10 


If you win, you look down upon the slain natives. They were evil men, who worshipped evil gods and 
committed evil deeds. They deserved to die. Now, if you wish to inspect the corpses turn to 373. 
Otherwise, you must clear the bush from the trail. If you are wearing Leather Gloves turn to 122. If you 
are not turn to 344. 


-176- 


Beyond the archway, you discover yourself standing within a large, square chamber, devoid of 
furnishings. You spy a set of spiral steps in the left-hand wall, leading up. Before ascending these, you 
may eat some provisions or consume a potion that shall regain your Stamina: you've a feeling that the 
object of your mission is awaiting you on the floor above - so you must recover as much strength as you 
can. Also, check your Adventure Sheet to make sure what you have at your disposal. With caution and 
apprehension, you begin to walk up the steps. The sound of booted feet can be heard from ahead. Two 
heavily-armoured Caarth, broad-chested and muscular, come into view: they are Hagasith Knights, a 
fanatical order dedicated to Sith, and perhaps the strongest and influential of all the Snake People. If 
Negresh is indeed awaiting you upstairs, then these are his bodyguards sent to give you a warm 
welcome. 


The first knight stabs a finger at you: “Our massster, the High Priesst of Sss'turrak, wantss your head,” 
he spits. “Your illusionss do not fool usss, human ssscum! Prepare to die!” 


Both Caarth are armed with heavy two-handed swords. They inflict an extra Stamina point of damage 
upon you. Also, unless you are in possession of a shield, you must reduce your attack strength by 2 
points, as you are attacking upstairs. Thankfully, the lack of space in the stairwell allows you to combat 
the knights one at a time. 


1st Hagasith Knight: 
Skill 10 Stamina 9 
2nd Hagasith Knight: 
Skill 10 Stamina 10 


If you defeat these formidable veterans, you clamber over their lifeless bodies to offer Negresh your 
greetings in person. 


Turn to 261. 
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-177- 
You slip the ring upon your left hand. An immediate sensation of doom pervades your mind, a sinister 
laugh. You shake your head to clear the illusions, but cannot seem to remove the accursed ring. Lose 1 


Skill point and 1 Luck point for wearing an evil item. You have been cursed. 


Turn to 391. 


-178- 

The staff is short in length, and rather weathered. The runes have long since been subject to harmful 
substances that have eroded them - however, you are able to make out most of them, after some 
scrutinizing: 'Hydra... within... Cave of Death... north.’ 

“That's all I can translate,” you say, shrugging. 

He nods, smiling: “Thank you-friend.” 
Although communication is a little difficult, he seems to have good knowledge of the Arantis language. 
Besides the meal (gain 4 Stamina points) you may make a note of the location where the Hydra is 


situated. Satisfied and full, they re-fill your water flask, before you continue east. 


Turn to 301. 


-179- 


The Caarth lie dead and sprawled upon the moist ground. Their lizard mounts prefer to run amok once 
the riders are all despatched. You search the clothes of the Snake Men to discover the following: a 
whistle, a full water flask, 3 arrows, and 2 Gold Pieces. Pack away what you wish before continuing 
north. 


Turn to 57. 


-180- 


You are too slow to react, as the cloaked man suddenly leaps astride the gap between the boats with 
swift ease, a heavy mace clutched in his right hand. He delivers you a powerful blow - which feels as if a 
Giant were wielding the weapon! Lose 3 strength points. Perhaps the ring is enchanted with black magic 
to cause such damage. 


Turn to 48. 


-181- 


Opening your backpack, you take out the glowing green globe and hurl it at the sorcerer. The Snake 
Man's eyes widen in fear and he barely has time to avoid the spherical projectile. His staff comes up to 
block the path of the magical missile, it shatters into a thousand pieces. As you begin to think the globe 
wasn't the right weapon to have used, you notice that cuts inflicted by tiny pieces of glass affect him 
severely. The evil sorcery within the globe does not agree with a sorcerer allied to the forces of 
Darkness! Remember to reduce the mage's Stamina by 6 points before you fight him. 


Return to 101. 


-182- 


The Cryptic Depths is a meeting point for the tributaries running from the Eltus and the Arantis Jungle. 
A mixture of green water and mud deposits form the water; some of the weeds threaten to hold your 
boat in check. Even the reeds are taller in comparison to those of the Eltus. 


You also notice several shapes on the southern shore. They appear humanoid, each of which clutch 
several long implements, glinting in the early afternoon light. They slink along, scurrying about their 
business, moving in and out of a cave half-submerged underwater. They seem to be checking 
something, gurgling their excitement. If you have a Golden Snake Ring turn to 279. Otherwise, you 
decide to avoid these strange creatures should they prove hostile. You make for a curious building 
standing over the shimmering water by turning to 4. 


-183- 
The trail is blocked by a large bush. However, when you discover that it has been placed here by 


somebody, your suspicions turn to a fearful dread, deep in the pit of your stomach. Roll two dice. If the 
total is the same or less than your current Skill score turn to 291. If it is higher than your Skill turn to 47. 


-184- 


The Jestrali curses you in Snake Man tongue and brings up a loaded bow. Experienced in most weapons, 
you'd be surprised if the Serpent Guard misses...If you have a shield turn to 124. If not, turn to 361. 


-185- 


You are relieved to find yourself fully recuperated from yesterday's arduous trek, and quite surprised 
that no nocturnal beasts interrupted your sleep. For Allansia, that's considered quite rare! O'Saldah is 
already up and eating a breakfast of cooked rabbit, served with orange segments. It's a change from 
eating any food from your backpack. 


Turn to 333. 


-186- 


You focus upon the light. In the near darkness, you can just make out the distinct shape of a small hut. It 
is circular in shape, with a straw roof, and is raised from the ground by four supporting posts. Although 
the light remains whilst you spy upon the dwelling, there is no other sign of life...perhaps it is an 
illusion, designed to entrap the unwary? Will you approach this hut (turn to 306) or remain here for the 
night (turn to 392)? 


-187- 


You cry out in surprise, as the floor seems to collapse beneath your feet and are plunged several feet into 
a dark pit. Lose 1 Skill point and 2 Stamina points as you have sprained your ankle. Cursing, you 
continue by limping along the passage in trepidation of other traps. Turn to 246. 


-188- 


The door opens to reveal stone steps spiralling up into a tower. Warily, you climb these to arrive at the 
first floor. There is a single door here. You try the ornate handle - is it unlocked. You step into a chamber 
that takes you back with fascination and awe. You gaze in wonder at the surrounding trinkets and 
ornaments, all made of gold and silver, encrusted with priceless stones and jewels. Expensive rugs hang 
on the walls. A polished silver tray with a crystal decanter full of wine, surrounded by fluted glasses, all 
laid upon a small table. Drinking from one of these glasses is a Snake Woman, a princess or a priestess, 
you cannot really tell. But you do notice that she's rather angry such a rude, unannounced entry. Her 
temper gets the better of her, and she throws her wine glass at you! It smashes against a wall. All this 
ranting and raving is bound to summon the guards. If you have Snake Language Lore and Society Lore 
turn to 343. A Snake Ring or Sith Dagger will not influence her to quieten down, she merely remains 
incompetent of you. Getting up, she draws two stiletto-bladed knives, dripping with poison (turn to 
114). 


-189- 


Acting swiftly, O'Saldah evades your next wild lunge, and punches you roundly and firmly on the jaw. 
Momentarily concussed, you both struggle to remove the damned necklace from your person. Throwing 
it to the floor in vehemence, the string snaps and pearls go bouncing about the floor. Will you try on the 
gloves (turn to 340) if you haven't already, or leave the tower and investigate the copse (turn to 307) or 
continue riding eastwards (turn to 268)? 


-190- 


You make a wide detour in case any inhabitants are still within vicinity of the encampment. On the other 
side, you breathe a sigh of relief and scurry onwards. 


Turn to 28. 


-191- 


With practised ease, you whip an arrow from your quiver and nock it to the bowstring. Just as you take 
aim at the fleeing form of the footpad, a bright coloured bird suddenly flaps across your vision. 
Desperate to hit your target, you release the arrow, wondering if you have been premature to do so. Roll 
two dice, and compare the total with that of your current Skill score. If the total is the same or less than 
your Skill turn to 315. If the total is higher than your Skill turn to 7. 


-192- 


With your weapon dropped to the ground below - and nothing else to help you fight the tendril head - 
you suffer at the jaws of a Venus Flytrap. When you have struggled to exhaustion, the plant releases 
acidic enzymes which dissolve your entire body. It is a slow and painful death. Your adventure is over. 


-193- 


Using your fluent knowledge of the Snake People tongue, you address the patrol. Their leader is rather 
taken aback and demands why you are here miles from anywhere. 


“I am a journeyman,” you reply confidently, “with a mission from my master, the High Priest of 
S'turrak, to watch the jungle for that accursed Scorpion.” 


“Hear that, serjeant?” mocks one of the patrol. “The Priest of mighty S'turrak fears one lone human. 
How are we seriously expected to invade Arantis with spineless clergymen like him!” 


“Aye,” the serjeant nods slowly, “but what if Scorpion is already abroad in our lands? The High 
Priest's fears are well profound, in that case.” 


You decide to strengthen your ruse by agreeing with them: “Negresh may be a treacherous lizard, who 
achieved power in an underhanded way, but he's no fool - more a dangerous coward, if you ask me. 
Still, this particular mission of mine proves relaxing if not fruitful.” 


The others laugh when you produce an orange from your backpack, then bid you farewell as they 
continue north. You are still laughing at the thought of insulting their High Priest and getting away with 


it! Now, had it been a human to attempt such a thing... 


Turn to 57. 


-194- 


The merchant is all too pleased to make a profit on the way to Dabaros; his wares include the following: 


Potion of Stamina 7 Gold Pieces 
Anti-poison 5 Gold Pieces 
Holy Water 6 Gold Pieces 
Plant Repellent 6 Gold Pieces 
Unknown Potion 3 Gold Pieces 


The Potion of Stamina restores all lost points to your score. You find it odd that Pasan knows little 
concerning this last potion; he explains that he came across it upon some dead brigands who attacked 
him on the last journey. 


“That's why I brought these wi' me!” he laughs, nodding his head to the Strongarms. If you buy this 
potion, note down the entry '225'; you may sample it by turning to this reference any time in the future, 
unless you are in battle or committing some other action. For now, you bid the merchant farewell, his 
bodyguards watching you carefully all the while. Turn to 36. 
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-195- 


The sergeant emits a hideous laugh: “Oho! a spy in our midst, eh? Here, lads, a human adventurer, 
come to visit our little den!” The others chorus his mockery. “Tell us, my friend, what’s your little game? 
Using sorcery to aid your fleeting presence! Do you have any idea what the bigwigs upstairs do with 
intruders like you?” 


The Lizard Men then begin arguing about what they should do you: whether they will drag you back 
upstairs, or entertain you, your fate remains uncertain... 


“Take him to the Caarth sacrificial altar!” cries one. 
“A test!” suggests another. “A test to prove his worth!” 
In the end, the sergeant commands silence over the deafening howls and growls, they quickly obey him. 


“I have decided to let this human have a chance. Since the Caarth are our rivals in religion, we shall 
see if he is truly worthy of our respect - by a test of wits!” 


The crowd cheers their sergeant's fine words, pleased at the prospect of a little sport. Then he continues: 
“Now then, if you answer my question wrong, your life shall be forfeit. We worship many gods and 
deities in our culture. Here is my challenge: tell me, adventuring human, what is the name of the God 
that tainted we Lizard Men with Evil?” 


You must think carefully before replying. Do you know the correct answer? All the Lizard Men remain 
tensely quiet, as you ponder the question. Will you reply: 


Sith (turn to 59)? 
Ishtra (turn to 325)? 
Myurr (turn to 231)? 


-196- 


You have heard of this village before, you think. It was built most recently by a nomadic tribe; you won't 
find it on any map in Kaynlesh-Ma's library. But when the tribe settled here, so did their culture and 
heritage. You wondered why the houses seemed so clean and the carpentry so arcane in design. There is 
also a prophet belonging to the people here, who forewarns them of what the future holds. Several 
locals you enquire are pleased enough to direct you to his hut. It is a dwelling that is separate to the rest 
of the village, it appears ramshackle and unwelcoming. Will you enter the building (turn to 230) or 
simply turn and continue with your mission (turn to 38)? 


-197- 


The quarrel nicks your arm. As you continue to flee, one brigand is fast enough to ensure that a second 
crossbow bolt seals your doom. It slams into your back, killing you instantly. Your adventure is over. 


-198- 


The captain seems bored with patrolling the city borders: “And what are you doing this far out?” he 
asks. 


“Im on a mission of vital importance,” you begin, “My commanding officer, Vizier Tuekelisss, is 
concerned by roving bands of nomadic bandits. He's sending me back to S'turrak for reinforcements.” 


“Reinforcements!” exclaims the captain. “Ha! It seems this Tuekelisss is pretty sure of these nomads 
you're on about. I presume they're only nomads? No magicians or shamans in their group?” 


You nod: “But they are heavy in numbers. They must have gathered all the neighbouring tribes. We'd 
estimated their army at a thousand strong.” 


“Hmm,” he says thoughtfully, “a thousand, eh? Well, you'd better be off then, before they overrun 
that fortress of yours!” 


Turn to 278 to continue north. 


-199- 


As you continue your river journey along the Eltus, the wind soon picks up. You secure the oars and 
raise the sail. With a good strong wind like this, you'll reach the town of Rashadesh before long. 


By early evening, you see the glimmer of a myriad of lights, laid just two miles from your position. 
Eagerly, you pull with the wind to reach the settlement before full darkness sets in - you don't want to 
be caught out in the open, with numerous predators, during the dark hours! 


But your hopes are dashed. You curse when spotting two shadowy shapes swoop out from the western 
sky; they seem familiar, silhouetted in the fiery red of the setting sun. It is only when these humanoid 
creatures emit a terrifying screech that you've twigged upon what they are: Harpies, hostile scavengers 
which prey mostly on innocent civilians - and, on occasion, the lone adventurer. Hunters of the night, 
they have little trouble in seeing you, your boat sticking out on the river like a sore thumb. With their 
huge bat-like wings, they descend upon you, talons outstretched. 


If you have a bow and wish to use it turn to 322. Otherwise, turn to 29, to fight these winged demons 
with your sword. 


-200- 


The battle is scarcely over when another two warriors enter. This time, they have the sense to raise the 
alarm whilst you’re locked in combat. There is no hope for you to prevail against an entire village; they 
soon overpower and haul you outside. One of the tribe - some sort of holy man - gestures angrily 
towards you, speaking a load of gibberish. When they tie you to two trees, bended towards each other, 
you realise their intentions more clearly. The ropes holding the trees are cut...and you are pulled apart. 
Your adventure ends in the southern Arantis jungle. 


-201- 
The runes make up a strange rhyme: 


‘Beyond this stone, near to the north 
Dwells the Hydra, in its Cave of Death 
Beyond this stone, if you venture forth 

To claim the treasure, stem its foul breath’ 


The closing line of this riddle may provide a clue; clearly, if this monster is still alive, there is a reward 
awaiting you - if you prove to be the Hydra's nemesis! If you decide to head north as the runes suggest 
turn to 379. Otherwise, turn to 334 to continue east. 


-202- 
Suddenly, your horse whinnies and rears up on its hind legs, flailing fore-legs in the air. A grass snake 
has struck; its venomous fangs missed your mount, but the fright it gave him caused you to fall and 
injure your shoulder. Bruised, you must lose 1 Skill point and 4 Stamina points. Fortunately, the snake 


slithers off instead of attacking you further. 


Turn to 281. 


Pron 
ann 


ER 
ie ss 
El 14 j 


N 


-203- 


You are ready to receive the officer's attack. You easily evade his premature strike and punch him in the 
stomach. As he reels back in pain, four of his men assault you: 


1st Caarth: 
Skill 10 Stamina 10 
2nd Caarth: 
Skill 10 Stamina 10 
3rd Caarth: 
Skill 10 Stamina 9 
4th Caarth: 
Skill 10 Stamina 9 


If you manage to defeat all four, you find the Caarth captain standing alone, surrounded by the corpses 
of his patrol. The other Snake Man had escaped east, determined to fetch reinforcements. He hisses at 
you in anger and disbelief: 


“You-you killed them!” he stammers in your own tongue. “But I shall avenge them, or die in glory. 
Hail Sssith! Long live Negresh!” 


With this last oath, he leaps to the attack, scimitar flashing in the desert sun. 


Caarth Captain: 
Skill 10 Stamina 11 


By killing all five of the Snake Men, you feel a surge of pride overcome your senses. Then, you 
remember the sixth Caarth, and continue north in a faster pace. However, add 1 Luck point for defying 
the odds! 


Turn to 278. 


-204- 


The ring is curious indeed; gingerly, you turn it over, examining the intricate markings. Such 
craftsmanship is most excellent - but it is also extremely evil. There is no magic contained within it save 
for a curse that was cast by its previous owner. Anybody who wears his ring will suffer dearly. You 
know this, for you spot the rune of chaos, small but definite, on the inside of the flat. You throw the 
piece of jewellery back on to the corpse, and continue along the Eltus. 


Turn to 391. 


-205- 


You vividly remember discovering one of these medallions in Kaynlesh-Ma, dropped by a cut-throat 
that your brother challenged. Nobody saw you pick it up and take it to the chapel school with you to 
show to your friends - but, when the elderly priest discovered it on you, he gave you such a beating! He 
shouted that it was a cursed and wholly evil trinket. You smile at such a memory, for it is a truly 
valuable lesson; hardly daring to touch the medallion you throw it into one of the water channels. If you 
have Ancient Runes Lore and have not used it yet turn to 263. Otherwise, turn to 28 to continue north. 


-206- 


You spy three horsemen rapidly approaching the junction. From this distance, you cannot see any 
details. Straining to see, you await for them to get closer. At three hundred yards, you see that they are 
riders brandishing sabres. The first swordsman, however, makes your heart jump into your mouth. It is 
the footpad from Rashadesh! He must have tracked your progress along the Eltus, then decided to 
attack you here, in the middle of the marshes. You could try and lure them into the open land; their 
horses would become bogged down there. But you curse him instead and will not risk your life in the 
marshes - you shall end this threat here and now. One of the other horsemen has cantered ahead of his 
confederates, screaming at the top of his voice, bloodlust clear on his face. He holds his blade aloft, 
ready to slash you. If you have a bow and wish to use it turn to 69. If you wish to fight him at close 
quarters turn to 318. 


-207- 


Vigilant towards such a common threat, you hadn't noticed the grass underfoot. It is an entwining 
expanse of creeping plant with a mind of its own! Your horses hooves become stuck; your steed 
whinnies nervously, it cannot understand the enemy you are now imprisoned within. The foe is a 
morass of Tangle weed - otherwise commonly referred to in southern Allansia as Devil's Tongue. The 
plant tries to ensnare unwary prey by using its long leaves, the small hairs upon them slowly draw 
blood from its struggling victim. There are two problems to this dilemma: that you have no fire handy to 
combat this strange enemy, and that there are two clumps to contend with! For the first three rounds, 
you must reduce 2 points from your attack strength, plus the fact that you automatically lose 1 Stamina 
point until you reduce the Tangleweed to 6 points, then, you may fight it normally. However, if you lose 
a total of 6 Stamina points, without killing the Tangelweed, it retreats, the leaves bearing an ominous 
dull-red colour. 


Tangleweed: 
Skill 7 Stamina 12 


You must continue the combat until it has drained 6 Stamina points from you, or you have killed it, 
before galloping on eastwards. O'Saldah takes a little more time to catch up with you, the horses are also 
suffering from the Tangleweed attack, but you seem to have escaped the treacherous foe. 


Turn to 324. 


-208- 


The evil sorcerer taps his havoc staff upon the floor: once, twice, three times. Suddenly, a root shoots out 
from the floor about your feet, and you realise with concern that it bears many barbed thorns. Somehow, 
you must defeat this spell! If you have some Plant Repellent turn to 37. Otherwise, turn to 389. 


-209- 


When you were tutored by one of Kaynlesh-Ma's priests in your more youthful days, he told you of a 
wondrous sword that once belonged to the Nasqua Queens. Not only does the blade grant you a bonus 
to your attack strength, but the power contained within it is tremendous indeed. Legend has it that if 
you can concentrate hard enough during battle, an energy blast, like lightning, shall be released from the 
blade. To do this, roll two dice at the start of any round and compare it to your current Skill score. If the 
total rolled is the same or less than your Skill, you manage to activate the fabled power of the weapon, 
inflicting 5 Stamina points damage upon an opponent. However, this requires 1 point of your own 
Stamina for the strain. 


Turn to 360. 


-210- 


You make your way back to the boat, and cast off from shore. Hardly seeing anybody on river, you row 
the boat eastwards. 


Turn to 199. 


-211- 


The stairs end at a trapdoor. It is not locked, and O'Saldah volunteers to go first; he rams through into a 
large circular room that is bare of any furnishings except for a crate being used as a makeshift table and 
four rickety stools situated around it. This is the hideout being used by Desperadoes - an Arantis term 
given to vagabonds who have turned to crime out of desperation. They are ragged and dirty. Complete 
surprise overcomes them, and your bounty-hunter companion rushes them before they can regain their 
composure. You fight two each, and you may fight them one at a time: 


1st Desparado: 
Skill 8 Stamina 8 

2nd Desparado: 
Skill9 Stamina 8 


If you win, you wipe the blood from your sword, before either searching these criminals (turn to 155), 
investigating the copse outside of the tower (turn to 307) or forgetting both such actions and continue 
east (turn to 268). 

-212- 
A hurried search of the guard-room reveals a Throwing Knife and a phial of black liquid. You examine 
this by the light: it is deathly black. If you have Magic Artefacts Lore turn to 310. If you wish to open and 
investigate the contents of the phial turn to 72. Otherwise, turn to 8 to head through the other door. 

-213- 
At such range, you cannot miss. Your arrow speeds towards one of the Lizard Men. He croaks a cry of 
pain as the tip penetrates his breastplate and skewers his heart, killing him instantly. The second enemy, 
shocked by the sudden death of his comrade, falters then overcomes hesitation and continues to attack 


you: 


Lizard Man: 
Skill9 Stamina 9 


If you defeat your opponent, turn to 267. 


-214- 


The medallion is ultimately evil and should never be worn in the presence of a powerful chaotic being. 


Sith is the worst nightmare in this situation. Her eyes glint with sadistic amusement - it is an unnerving 
gaze that hypnotizes you. The foul black magic of the medallion controls your every move. Before you 
have the chance to rip the trinket from your neck Sith has you within her grasp. With you screaming in 
sheer terror, she lifts you easily high above the bridge and throws you into the dark depths of the 
chasm... 


All because of a cursed medallion, your mission ends fatally on the threshold of victory. 
-215- 


Your knowledge of this land provides you with certainty that only Caarth dare to venture outside so 
openly. This is their realm, their territory, they have control over their Snakeland domain. Inspired by 
fear, you duck down and take cover behind a clump of tall reeds. The patrol gradually approaches 
closer. When they are a hundred paces away, they stop and the leader takes up a strange telescope that 
has two looking glasses attached together. After a few moments, he hisses a gruff order and they rush 
off north. Breathing a sigh of relief, you guess that they might be returning to one of their cities in the 
desert. 


Turn to 57. 


-216- 


You are almost knocked senseless when a large stone glances off your head. Lose 4 Stamina points. 
O'Saldah also curses when a rock crashes on top of him. You both ascend the stairs, wary of other traps. 


Turn to 367. 


-217- 


When their backs are turned, you pour the powdery substance into their casks of drink - save one. You 
then proffer them the strong concoction and raise your own untainted liquor in salute. They comply to 
your request - and soon fall deeply unconscious! Just as you advance towards the north door here, a 
Serjeant brandishing a halberd stands in the opening, hissing curses at you, before attacking: 


Caarth Serjeant: 
Skill 10 Stamina 10 


This Caarth is respected by the men under his command, and you are in for a tough fight here! If you 
defeat the guard turn to 188 to leave by the north door. 


-218- 


Rowing ever faster to reach the safety of Rashadesh's walls, no more nocturnal predators assail your 
progress. That encounter with those Harpies has left you with no other option but to seek the lodgings 
of an inn. Only a foolhardy warrior with suicidal thoughts would remain outside during night-time. 
Besides, even this town has its footpads and cut-throats. No, you'd rather leave the boat in harbour and 
remain somewhere with barred windows and strong doors. 


You know little about Rashadesh. True, it is a river trading port, very much the same as any other 
settlement you've passed through. But you also know that there's a famous haunt where an evil mage 
was grotesquely killed and mutilated by a foul demon. You think his name was Beru Xellias, widely 
despised throughout Rashadesh. The townsfolk were jovial on hearing of his demise - until mysterious 
attacks started happening. The problem you now face is to decide whether the site of his death was 
Leberz Bridge, or the Leberz Arms Inn! You cannot ask anybody; they have remained indoors since 
sunset. And those very few you do lay eyes upon are either shady characters that fill you with a sense of 
reproach, or others that seem reluctant to return your innocent gaze. 


A two-man patrol of the town's militia discover you standing at a crossroads, deciding which way to go. 
At first, they regard you with fear and suspicion, but soon begin to relax. 


“We're a bit jumpy,” explains the first, “thanks to that accursed mage, Xellias. Ever since I was posted 
here, I've been tensely waiting for another victim to fall to that lurking horror what killed him.” 


“Ah, so you know the story of Beru Xellias?” 


“No,” the second guard shakes his head solemnly in reply. “Nor do we wish ever to know the truth of 
Xellias's death, let alone meet his sadistic murderer.” 


“They say it was a demon that slew the mage,” you ask, “could this be true?” 


“My friend here,” replies the first guard, “believes that demons come in all shapes and sizes...don't 
you Pazin?” 


If you have South Allansian Lore turn to 372. Otherwise, the militia offer to escort you to a guest house 
they know well, so turn to 350 to accompany them. 


-219- 


A powerful sense of instinct and divination draws you towards the girl, as if she were a strong magnet. 
Putting down the pearl comb she was using, she offers you a smile of such warmth and brilliance. You 
wade through the water, attracted by her dazzling beauty. Instead of legs, the lower part of her body is a 
tail of scarlet scales, ending with two large fins. As you reach the rock, she opens her hand: lying there 
are three different coloured shells, one blue, one red, and one gold. She asks for you to choose one: 


Blue? (turn to 396) 
Red? (turn to 24) 
Gold? (turn to 103) 


-220- 


Slowly, the footpads begin to converge on you from all sides. There are four of them, gripping their 
cudgels tightly as they ready to finish you off. It seems they have not heard of The Scorpion - you must 
acquaintance yourself with these ruthless thieves! 


1st Footpad: 
Skill 8 Stamina 7 

2nd Footpad: 
Skill 8 Stamina9 

3rd Footpad: 
Skill9 Stamina 8 


You cannot escape this combat as they block off the exit. However, because of the confines of the 
alleyway, you may fight these villains one at a time. If you defeat the Footpads, you notice a movement 
out of the corner of your eye. You'd forgotten about the leader...he is making for a nearby roof. If you 
have a bow, you may be able to get him before he escapes (tum to 191). Otherwise, a search of his 
criminal confederates reveals only 2 Gold Pieces. They must have had a bad day - which has just got 
worse for them upon meeting you! You leave this scene of death and make your way out of Rashadesh 
(turn to 274). 


-221- 


The Decayer failed to inflict its dangerous disease with its claws, and has further been thwarted by your 
fortune. You re-fill your flask and flee the area - oblivious to your near escape. 


Turn to 331. 


-222- 


Faint but definite spots of dried blood fletch the leather covering of the scroll; the Jestrali must have 
guarded this parchment with his life. You soon discover why: it is addressed to a Caarth officer...the 
cities of K'rrstal and S'turrak are experiencing difficulties with the Lizard Men soldiers, that the 
mercenaries they interrogated have finally confessed, after much torture, to the name sergeant Palchaz. 
Apparently, the Caarth Captain is Palchaz's commanding officer, and he has been given instructions to 
execute this sergeant, ‘before things get out of hand’. You spy a fact that may be of particular interest to 
you: 'As the Lizard Men occupy the Lower Vaults of our cities, we shall rout then slaughter these 
wretched traitors!’ You make a note that the Lower Vaults of S'turrak may contain Lizard Men who 
worship the evil Snake Demon Ishtra. It is unwise to forget that the Snake People God Sith and Lizard 
Man deity Ishtra may clash at times. 


You explain all this to the nomad leader as best you can, and he seems rather intrigued by such 
upheaval taking place within these strongholds. Gain 4 Stamina points for the meal they give you. Also, 
you may re-fill your flask from stocks of water they have here. To continue east, turn to 301. 


-223- 


Because of the symbol of Sith that you are wearing, the elderly Snake Woman bows in reverence to such 
rank. She seems eager to serve you a supper that recuperates your strength. You may also pack away the 
scraps remaining from this, enough provisions for 2 meals. Then, she points to a bunk and hisses 
something you cannot understand. However, you do know that she's offering you a bed for the night. 
Without much option, you oblige her invitation. 


Turn to 81. 


-224- 


A frightening tale surrounds the lake. Six times a year, for the past three hundreds years, this scaffold 
has since been appearing on Cryptic Depths lake. Nobody knows what it means or where it came from - 
but wise priests at Kaynlesh-Ma believe it to have been the result of a curse, uttered by a dying 
necromancer. This necromancer, Mage Reyseil-Mano, was hunted down and killed at the hands of one 
of the Warrior Women, who later emerged as one of several rulers of Arantis. Reyseil-Mano spat an oath 
before she swept the head from his shoulders. His body was burnt, but before she could complete the 
necessary rites to neutralise the necromantic powers, a large Night Hawk swooped down and snatched 
the head from sight. An arrow from one of one of the women claimed the Hawk's life...but its burden 
was lost in the lake far below. Ever since that fateful day, the scaffold reappears to claim more victims, a 
curse never properly vanquished. If you really wish to see if the legend is true, turn to 311 to ring the 
bell. Otherwise, turn to 100. 


-225- 


Tentatively, you swallow the potion. The taste is acrid and you almost choke upon the strong liquid. 
However, you now feel somewhat revitalized with energy. Gain 1 Skill point and 4 Stamina points. Now 
turn back to the entry you previously came from. 


-226- 


You run up to the sentries: upon seeing you, they level their thrusting spears, pointed at your chest. 


“Quick,” you say hurriedly, “nomadic warriors - they plan to raid our cart-loads of loot 
“Calm down!” says one. “Now then, where is your caravan?” 
“Due south-by-south-west.” 


The second is not entirely convinced by your ruse: “Hold it - south-by-south-west you say? But the 
serjeant never said anything of an approaching caravan. Are you sure you haven't drunk something?” 


You keep on with the pretence, your tone more snappy at the second sentry's remark. Test your Luck. If 
you are lucky, they reluctantly agree to let you pass, while one of them investigates the direction of the 
‘caravan’ (turn to 156). If you are unlucky, they are perturbed by an imminent assault and set about re- 
sealing the opening (turn to 63). 


-227- 


As one of the five remaining Man-Orcs comes to investigate the trouble, your arrow speeds towards 
him. He gapes in horror as he sees the two humans they're meant to be hunting. Roll two dice, if the 
total rolled is the same or less than your current Skill score turn to 49. If the total is higher than your 
Skill turn to 157. 


-228- 


By noon, you discover that the trees and foliage of the jungle are becoming less entangled and sparse. 
The sun now shines more clearly through branches overhead. You decide to stop, rest, and eat a meal. 
Before continuing, you discover that the Snakelands are roughly five miles away. Jubilant with the 
prospect of being rid of the jungle, your feelings are also mixed with dread at entering one of the most 


perilous lands in southern Allansia. 


Turn to 45. 


-229- 


You row out of port, then unfurl and tie down the sail. The wind is easterly, buffeting the red-coloured 
canvas and speeds you on your way towards the Snakelands. The surrounding terrain yields nothing 
but plains of lush, waist-high grass and a few stunted trees. After two hours, the river traffic dies down 
to a few barges and flat-bottomed boats carrying passengers, all of which are towed along by a troop of 
oxen that tread a worn path on either bank. 


The tranquillity of your boat ride is disrupted by a sudden thud; you curse, fearing you are stranded 
upon a sand-bar. Then you begin to sense something is very wrong: it is hardly likely that such a 
protuberance should obstruct your little craft, being almost mid-river on a navigable waterway. 
Instinctively, you draw your sword - just as a webbed, clawed hand grabs the boat's rim! Hauling itself 
out of the cold waters emerges a monstrous humanoid, green and scaly, standing an arm's length taller 
than yourself. It regards you with large, malevolent eyes, the gills in its throat convulsing, they emit a 
sickening, sucking sound as the disgusting horror slowly approaches you. Anticipating the Sea Troll's 
hungry intentions, you heft your falchion. Undeterred, the beast continues to advance upon you, razor- 
sharp claws raised, webbed feet slapping the boat. 


Sea Troll: 
Skill8 Stamina 9 


Because this fearsome monster is at close quarters, you cannot make use of a bow and arrow if you have 
them. If you manage to defeat this formidable foe turn to 387. 


-230- 


As you enter the dilapidated hut, you are astounded at how the inside of it resembles something like a 
wealthy tinker's abode. The floor and walls are covered with rich red and yellow carpets. Numerous 
ornaments, filigrees, effigies, busts, statuettes and vases of all shapes, sizes and colour stand upon 
shelves. There are a few books dotted around. The scent of herbs being burnt is very sweet, perhaps too 
strong for your liking; it makes you light-headed and dizzy. Two lamps hang just above head-height, 
suspended from the wooden ceiling by two lengths of chain. The light within this hut is dim indeed. 


Sitting there, cross-legged, and attired in colourful silks, is a rather plump man. He appears to be 
meditating as he hardly notices your entry. After a few moments have passed, his eyes suddenly spring 
open; he peers up at you, a cheerful smile upon his face. 


“Ah, guests!” he says jovially. “I say, it's been some time since I've had people come to visit me. Well, 
do you wish to sell me something, or buy what I have?” 


“Er, perhaps to buy, but we thought...” 


“Thought what? Oh, yes, well, appearances can prove deceptive, can't they? But I am indeed the 
prophet, and inform you of what you must look for in life. Remember: the future itself is not written.” 


The gaudily-dressed prophet asks for 3 Gold Pieces, or an item for his fortune-telling, as he explains it is 
rather a long and arduous ritual for him to perform. After the transaction has been made, he instructs 
you to sit as he does upon the carpet, facing directly into his eyes. His hands gesture wildly as he 
mutters some strange words under his breath, before he places them upon your forehead. More words 
ensue, two minutes pass, before he further asks of you to clear your mind - except for the one thing you 
wish to concentrate on. Your mind easily turns to the quest in hand, the Desert of Skulls, and the red- 
stoned S'turrak stronghold. The prophet's hands tremble, as he attempts to find out more of some use to 
you. Suddenly, his hands snap back, held high above his head. Slowly, his arms return to his sides, 
whilst in a trance he speaks the following: 


“Beware: the second foe. He awaits your coming beyond the first. Use skill and knowledge to defeat 
him. He is your main goal, concentrate most of your powers upon this evil being. He is also dedicated to 
the dark gods, prepare yourself for his mighty powers that shall come late.” 

He repeats the warning, as if he is scanning the contents of a spiritual book within his own mentality. 
The prophet returns to the real world, and seems weaker but very much well. Smiling, he bids you 


farewell and good fortune as you leave the hut. 


Turn to 38. 


3 
“Who's Myurr?” asks a voice from the back of the crowd. 
The sergeant breathes a heavy sigh: “Don't be stupid Kremp!” he yells impatiently. “You're damn lucky I 
didn't challenge you. Myurr is the God that rules over the Plane of Rust in the Pit - why you don't study 
these things I'll never know!” Then, the sergeant turns his attention to you. “And as for you, my friend... 


I never really expected a dim-witted human to be familiar with our culture.” 


Turn to 171. 


-232- 


Night begins to draw in, by which time you must eat a meal. You must also decide whether to sleep in 
the boat (turn to 359) or search elsewhere on land (turn to 23). 


-233- 


You take up your bow and notch the sacred arrow to the bowstring. Sneering defiance, the sorcerer 
readies himself to receive your assault. Staring the Snake Man in the eyes, you then release the arrow. 
The magical missile speeds towards your enemy - and he attempts to deflect it with a Warding Spell! 
The arrow wavers slightly in mid-flight...but its embedded powers are great and thuds into the 
sorcerer's upper arm. Growling in desperate pain, he staggers back, clutching the arrow shaft. Pulling it 
out, he utters a curse and seethes inwardly. The Arrow of Tanzajir disappears from sight! The foul 
sorcerer must have used a Banish Spell; delete the fabled arrow from your equipment list, but remember 
to reduce the mage's Skill by 2 points and his Stamina by 4 points. 


Return to 101. 


-234- 


In the morning, you must consume 1 drink and eat a meal for breakfast. The return of the humid heat 
greets your bleary eyes. You groan and hope that you shouldn't have to suffer this jungle for much 
longer. You have been travelling for no more than two miles before you stumble upon a deep pool of 
fresh water. Shouting with delight, your elation is short-lived when you see something else that requires 
the precious liquid. A Giant Venus Flytrap defends this source of water, for it lives off its valuable 
supply, as do all plants. It senses you and slowly ventures forth with its head, mouth snapping at you in 
warning. However, you are also in desperate need of water. If you possess some Plant Repellent turn to 
67. Otherwise, you must either attack it with your weapon (turn to 283) or simply seek elsewhere for 
water (turn to 39). 


-235- 


The symbol upon the Chieftain's medallion identifies him as being a member of the Lennahua, known to 
some as the Arantis Rangers. You've heard a few legends concerning this Centaur Clan; when the 
warrior-women ruled Arantis, they found a strong ally in the Lennahua, who often patrolled and fought 
the dark forces that once pervaded this land in years gone by. With the passing of evil, and the religious 
movement which followed the Nasqua Queens' rule, various Centaur regiments returned to their homes 
- and their tribal bickering. 


“My lord,” you state, bowing slightly, “We are so honoured to meet with brave, proud and 
determined warriors such as yourselves. Arantis would have been lost without the aid of your ancestors 
to those who once ruled this nation. Tell me, where are you bound with such haste?” 


“We go to join battle with the Dalcasus Clan,” he replies gruffly, “They're a tribe that we despise. We 
are indeed loyal to Arantis, but the Dalcasus,” he spits on the ground, “are nothing more than traitorous 
scum. They'd sell their own children for scraps of food, wouldn't they lads!” His fellow warriors 
furiously agree. “So, we settle our debt in full to Arantis, once and for all! Drive them into the Western 
Seas!” 


He then asks where you're headed - you reply that the Arantis Jungle is your destination, and one of the 
numerous lost temples within that sprawling mass. The Chieftain stares wide-eyed at you; he probably 
would have found your story about going to S'turrak a little far-fetching, no matter how true! From out 
of a satchel bag at his side, he produces a small silver charm, in the shape of an open eye. 


“Many fell creatures stalk Allansia, the blame lies with all these accursed necromancers. One look at 
that, and it'll be the first time such un-dead have known fear. They'll leave you alone whilst you wear 
the charm.” 


You thank the Chieftain as you put it around your neck. It counts as 1 Item, and you may reduce the 
attack strength of any un-dead opponents by 2 whilst wearing this. He salutes you before leading his 
fellow Lennahua west at a canter, the hooves thumping the hard ground of the flatland plains. 


Turn to 64. 


-236- 


The arrow is of superb craftsmanship and deadly accurate. However, the name upon it excites you even 
more: it used to belong to a legendary bowman, a warrior-mage, known as Tanzajir. His skill was an 
inspiration to the people of Arantis during the War of the Wizards. This very arrow struck one of the 
demonic overlords that threatened your beloved land. Endowed by a very powerful sorcery, this missile 
will hit and destroy your enemy, no matter how strong they are! However, you may only use the Arrow 
of Tanzajir if you are in possession of a bow. Now, if you have Ancient Runes Lore, you may examine 
the phial of liquid (turn to 83) or instead exit and take the bridge beyond (turn to 162). 


INF 


After two hours, you hear loud voices. They are definitely not human, the guttural dialect sounds more 
like Lizard Man to you. Unfortunately, before you can take any form of action, they bump into you 
when emerging from a trail to your right. Cursing, the first Lizard Man draws his axe and leaps to 
attack. His comrade watches with intrigue from behind - awaiting his turn. 


1st Lizard Man: 
Skill 8 Stamina8 

2nd Lizard Man: 
Skill 9 Stamina8 


You cannot escape this fight. If you defeat the two reptilian humanoids, you search them. You uncover 
some Pudeana Lizard scraps, enough provisions for three meals, and a single arrow although neither 


has a bow. 


Turn to 61. 


-238- 


The merchant is delighted at your interest in the items he has to sell. He only wishes that he had more 
than his immediate stock to hand. He quickly pulls out several phials from his haversack: 


Potion of Stamina 4 Gold Pieces 
Antipoison 4 Gold Pieces 
Holy Water 3 Gold Pieces 
Viper's Poison 7 Gold Pieces 


The potion of Stamina may be drunk at any time, and will restore half of your Initial Stamina (fractions 
rounded down). The Anti-poison cures most toxic substances you might come across, the Holy water is 
guaranteed to affect most creatures of the night, while the Viper's Poison is a favourite of some 
adventurers. You may coat it along the blade of your sword, and it doubles the amount of Stamina 
points lost by an opponent. It is useable for four encounters only, so decide whether to apply the deadly 
stuff now, or later. 


Having finished you purchases, you bid the merchant farewell before turning in. Turn to 93. 


-239- 


The Desert of Skulls is so named perhaps because of its luckless victims. Indeed, the searing heat is 
almost unbearable, but your strength and resolute vigour spurs you on. The afternoon drags on, nothing 
untoward happens - until you suddenly spy a large lizard, sandy brown, measuring about a metre and a 
half long. If you have South Allansian Lore turn to 66. Otherwise, test your Luck. If you are lucky turn to 
366. If you are unlucky turn to 136. 


-240- 


You smile in success. The Wild Boar squeals noisily as your arrow penetrates its ribcage. The mighty 
beast drops down dead, while its companion runs for the safety of the tall grass. You prepare your meal 
and it smells absolutely wonderful; it satisfies your hunger. Gain 4 Strength points. You also have 
another two meals to add to your provisions, which you may eat now or later. 


To continue, turn to 9. 


-241- 


The Ebony Ring seems to cause Sith some considerable pain. She groans and holds her head, as if to 
compress her suffering. The Ring allows you to reduce her Skill by 2 points and her Stamina by 4 points. 
Sith does not use direct magic against you - but prefers to rely on her savage claws to do the work! 
Nevertheless, the Ebony Ring has given you a chance. 


Return to 363. 


-242- 


Upon seeing the Snake Ring that you wear, the brigands become increasingly angry. The leader points 
the blade of his rapier at you: “Kill the Caarth agent!” he yells. One of his men raises a crossbow and 
releases the bolt. If you have a shield turn to 116. Otherwise, you must test your Luck. If you are lucky 
turn to 298. If you are unlucky turn to 197. 


-243- 


Before the arachnid can bite you with its venomous mandibles, you act swiftly; the creature is swept 
from your hand before any harm can befall you. Turn to 332. 


-244- 
“Greetings brave soldier,” she hisses, “please, allow me to offer you the hospitality of my hut.” 


Although you are somewhat uncertain of what you should do, the Snake Woman gestures for you to sit 
yourself down. Will you do as she asks (turn to 17) or, fearing trickery, take a chance to flee the hut (tum 
to 392)? 


-245- 


The group makes good progress and you have covered much ground. By mid-afternoon, you have come 
to the seashore. The waters of the Gulf of Shamuz to the south glimmer in the strong sunlight, waves 
crash amongst the rocks and lap a golden beach of soft sand. Ropeniz raises a telescope to his eye and 
scans the southern horizon. 

“s Tongue!” he curses. “Not a ship in sight. Let's face it lads, we're stuck in this jungle longer than 
we'd bargained for.” 


“We might as well accompany Scorpion, then.” 
Ropeniz turns to the brigand, and nods at his suggestion: “Aye, we've little choice anyhow.” 

“Wait amoment...” you peer at a figure lying upon one of the shore-line rocks. “Who's that?” 
The others follow your pointing finger and become curious. If you have South Allansian Lore turn to 94. 
If not, turn to 321. 

-246- 

The passage opens out into a chamber larger than the previous one, but no less dark and dusty. Set 
against the opposite wall is a rectangular block of grey stone. It is adorned with strange glyphs and 
symbols, and decorated with a drape of red and gold cloth. At the centre upon the surface of this altar is 


an imprint: a likeness of a human hand. There appears to be nothing else of interest in this chamber, so 
you examine the glyphs. If you have Ancient Runes Lore turn to 104. Otherwise, turn to 329. 


-247- 


You have no option but to attack these mutants. You cut one down before the other three have time to 
act. Cursing you, the leader berates his comrades and slowly draws his scimitar. This is the bravest of 
the foe. He stands, legs apart, waiting for your assault. 


Mutant Patrol Captain: 
Skill 10 Stamina 9 


The captain has a powerful tentacle as his left arm, which is actually a useful weapon, as it is poison- 
tipped. Whenever you lose an attack round, roll one die. If you roll 1-3, he has inflicted an extra 2 points 
of damage to your Stamina. If you defeat this tough Snake Man, the other two have long since departed 
the scene. The sight of their leader losing the battle caused their nerve to snap. Now, will you search the 
two mutants you have slain (turn to 5) or continue before the others can warn their comrades of your 
whereabouts (turn to 163)? 


-248- 


This man is of a powerful sect of wizards, nomadic magicians, whose mystic arts are at their peak with 
the sun. They are called 'The Solaris Sorcerers’, and they worship Glantanka, the Sun Goddess. From 
this, you know that you can trust the camel rider. 


Turn to 317. 


-249- 


A fair wind picks up, propelling the boat ever onwards towards the Snakelands. In the near distance a 
small lake stretches out before you: The Cryptic Depths. Legend has it that strange, terrifying creatures 
abduct sleeping warriors from their boats during the darkness of night. The waters are seen as an evil 
blight to Arantis. When you see the familiar shape of a body come floating down towards you, your 
fears about this gruesome place are doubled. The corpse is of a fair-haired young man, clearly an 
adventurer. Will you search him for anything of use (turn to 65) or continue towards the Cryptic Depths 
(turn to 338)? 


-250- 


The words written by Casssarullisss mentioned the Lower Vaults of the city, and that they are inhabited 
by mercenaries to the Caarth: Lizard Men. To venture down there would be suicidal and extremely 


foolhardy. Then again, you know that your magic amulet would disguise you as one of them - and 
Casssarullisss did, with all vehemence, give his view that the Lizard Men were continually troublesome 
and treacherous to their Caarth peers. This last fact could be of advantage to you - such hired soldiers 
with mixed loyalties may otherwise prove helpful to an enemy of the Snake People. Will you now 
descend the stairs towards this raucous noise (turn to 12) or ascend them (turn to 269)? 


-251- 


As soon as you spy the dreaded rune of chaos - a black circle located on the inside of the jewellery - you 
throw the evil thing out of the window in fear and disgust. O'Saldah offers you a perplexed expression. 
You explain your action as you continue to ascend the stairs (turn to 211). 


-252- 


In some places, the river proves difficult to cross. Several times, the strong current forces you off your 
feet and carries you a few metres downriver. Fortunately, you discover a narrower part of the river and 
gain the safety of the other side. As you climb on to the bank, you spot three distant figures, half a mile 
to the east. If you have a telescope and wish to use it turn to 312. If not, but you have South Allansian 
Lore, turn to 215. If you have neither of these, turn to 134. 


-253- 


This is going to be a tough fight. There are a group of shuffling, dawed Zombies advancing upon you; 
you must fight the first three together, while a second group has the chance to climb upon the platform. 
Remember, fight only the second and third opponents together if you destroyed the first one with Holy 
Water: 


1st Zombie: 
Skill 6 Stamina6 

2nd Zombie: 
Skill 6 Stamina6 

3rd Zombie: 
Skill 7 Stamina 7 


For some reason, you find this second group surprisingly faster in their reflexes. Perhaps the 
necromancer’s spirit is becoming desperate to steal your body; you may be the only one to have 
succeeded thus far. Ignoring their improved difference in motivation, you yell a battle-cry and lunge at 
the second group. Again, you must fight them together. 


4th Zombie: 
Skill8 Stamina7 

5th Zombie: 
Skill8 Stamina8 

6th Zombie: 
Skill 9 Stamina9 


If you somehow defeat the foe, the mists gradually disappear as you clamber back into your rowing 
boat. Just as you cast off from the scaffold, it disappears completely from sight, as it had never been. You 
have thwarted the forces of evil! Gain 2 Luck points. Feeling proud and victorious, you pull towards the 
stone jetty. 


Turn to 100. 


-254- 
The Serpent Guard utters a curse before confronting you with double-headed hand axe and shield. 


Jestrali: 
Skill 10 Stamina 10 


You may escape the fight after three rounds of combat by turning to 368. If otherwise you defeat this 
formidable adversary, you may either search the watchtower (turn to 51) or continue north (turn to 368). 


-255- 


O'Saldah laughs long and loud as you put the necklace about your neck, teasing you, calling you 
'milady'. At first, you see the funny side that a famous warrior such as yourself wearing pretty trappings 
- you look so daft! But then, something happens to your mind. You did not know that the necklace is 
cursed, stolen from an evil mage. You suddenly brandish your falchion, yelling incomprehensible oaths 
at O'Saldah. He is rather taken aback by such a drastic change in attitude; you advance upon him, 
swinging your blade. He narrowly avoids the stroke. In complete shock, he stumbles back further. 
Combine your current Skill and Luck scores. Now roll four dice, and add up the total. If the total rolled 
is higher than your combined score turn to 131. If is the same or less than your combined scores turn to 
189. 


-256- 


You try to leap aside. It is a move that saves you from instant death but causes you to lose 1 Skill point 
and 4 Stamina points, as it penetrates your upper thigh. To fight the Hagasith, turn to 345. 


-257- 


The room costs 3 Gold Pieces. The innkeeper hands you a copper key and points to the wooden stairs, 
located beyond a white coloured door. You ascend the creaking steps wearily. Today was only the 
beginning of a long and dangerous journey, yielding little comfort and perils aplenty. You must eat a 
meal before settling down for some rest. 


Test your Luck; if you are lucky turn to 397. If you are unlucky turn to 167. 


-258- 


Taking advantage of a slight reprieve that has arisen in the battle, you quickly unshoulder your bow and 
notch the Arrow of Tanzajir to the bowstring. Sith stares into your eyes, attempting to put you off your 
aim. You release the taut bowstring, sending the fabled arrow flying into the dark god's throat. Gurgling 
in desperate anguish, clutching the arrow shaft, Sith totters upon the rope bridge. 


Turn to 42. 


-259- 


The Jerantai tribe is famous for crafting such fascinating artefacts. Kaynlesh-Ma's priests have long since 
been studying the mysteries of this long-forgotten culture that vanished into the jungle. You have heard 
that the Jerantai had certain mystical powers, their shamans often practised such arts, and they were 
widely respected throughout Arantis. Perhaps this panther holds the result of such a spell? Decide, if 
you wish, to pack away the Jade Panther. Now, you must clear the bush from the trail. If you are 
wearing Leather Gloves turn to 122. Otherwise, turn to 344. 


-260- 


Knowing the secret of the Jerantai, you pass your hand over the arcane markings above the entrance. 
With a dull clunk, the magical locks of the heavy stone door spring back. Beyond, the darkness is an 
unwelcome aspect to this temple that awaits you. If you wish to enter the temple turn to 3. Otherwise, 


trusting in your instincts, you decide to continue east along a clear trail by turning to 165. 


-261- 


The stairs end at a single door, which you barge through easily. There, sitting upon an elaborately 
carved chair draped in robes of lush blue, is the High Priest. His clawed hands clutch tightly the arms of 
the chair, in anticipation and hatred for you. His breathing comes in short hisses. Steadily, he gets up, 
stood there over six feet tall. His voice is trembling with rage at your arrival and he barely manages to 
keep calm. 


“Ssso,” he says, “The Ssscorpion honourss me with a sssurprisse vissit. How pleasssant. You shall be 
the firsst Arantissian to sssuffer at my handss, adventurer!” 


Spitting out this last word with hatred and contempt for you, his next move is fast and fluid. He has 
thrown a dart, the tip of which has been dipped in poison. Roll two dice. If the total is the same or less 
than your current Skill score, the missile narrowly misses you. If the total is higher than your Skill, you 
lose 1 Skill point and 4 Stamina points. The diamond set into the hilt of Negresh's scimitar glints in the 
bright light, as he draws the blade from its scabbard. “Prepare to die, human ssscum!” 


High Priest Negresh: 
Skill 10 Stamina 12 


When you have reduced his Stamina to 4 points or less, Negresh dives to one side and opens a hidden 
panel in the wall of his chamber. It gives access to a rope bridge, suspended over the gaping depths of 
the chasm. Negresh is hoping to reach the temple on the other side and gain sanctuary - you cannot 
allow him to get away! 


Turn to 363. 


-262- 


You have heard many tales of the Mantis Men in the Old World; but what is it doing here in Allansia? 
Perhaps it was banished? Nevertheless, whatever reason it has for being here, to ensnare travellers such 
as you by a sneak attack is its main purpose! These creatures are strange yet deadly - they pretend to be 
statues, always hunting alone, tying to catch the unwary. You urge your horse into a gallop, spurring 
past the bizarre predator. Although you pass without harm, it remains stock-still, awaiting the next 
(perhaps ill-fated) person to come along. 


Turn to 342. 


-263- 
The runes are etched upon the teeth in crude fashion. However, their purpose concerns reading the 
future; you've seen numerous clairvoyants, fortune-tellers and even witches using such mystic 
markings. These teeth could come in handy, so think carefully before deciding whether to pack them 
away as 1 Backpack Item or leave them behind. Now, if you have Magic Artefacts Lore turn to 205. 
Otherwise turn to 28 to continue north. 

-264- 
Caught unawares, you suffer 1 Stamina point damage as you slip in your attempt to avoid the trap. 
O'Saldah, however, is not so lucky and curses when a rock crashes on top of him. Nursing a bruised 


shoulder, you both ascend the stairs...wary of other traps. 


Turn to 367. 


-265- 


The trinket you wear satisfies the Jestrali. He barks something you can't understand, and laughs. You 
play along with this before continuing past the watchtower and progressing north. 


Turn to 368. 


-266- 
Panic attacks your mind like a pouncing wolf. This is the unmistakable sign that plague is afoot here! 
You work the oars like mad in order to create distance necessary to make you feel more at ease. 


Breathing a sigh of relief after three hundred yards of rowing, you continue along the Eltus. 


Turn to 232. 


-267- 
As you stand, staring down at the slain Lizard Men, you find yourself being pulled along by Ropeniz. 


“Quickly,” he snaps, “we must escape these murderous reptiles! Through here!” 


However, you have taken no more than several paces when a spear finds its mark in his leg. You skid to 
a halt, staring aghast at his blood-stricken thigh. 

“Go!” he yells. “All is lost, Scorpion... save yourself! I'll hold the devils off!” 
You do as he says, fear lending you the speed of a leopard. After ten minutes running you are certain to 
have escaped the Lizard Men. Ropeniz has failed to follow...your heart sinks, fearing the worst. Test 
your Luck. If you are unlucky, you discover that you have lost your water flask in the escape and must 
use or find a spare. 


Turn to 61. 


-268- 


It is late evening by the time you come in sight of an expansive stretch of water: The Cryptic Depths. 
You've heard many unpleasant rumours concerning this lake, so you both agree upon camping a mile 
from its northern shore. You must eat a meal and consume 1 drink from your water flask, before settling 
down to sleep. Your friend chats with you awhile; it's your last night of companionship together. You 
feel as if you're missing him already. 


The next morning dawns bright and clear. O'Saldah prepares to journey south, he explains that he must 
return to his employer to show proof of the Man-Orcs’ demise. 


“Thanks for your help with them routiers,” he grins, looking down at you from his horse. “And for 
letting me tag along. Whatever business you have in that jungle, beware: it has many perils. These 
flatlands are a walk in the park compared to what you may yet face.” 


“You know where to come for an adventuring companion.” you reply. 


He nods his head in reply: “Aye, I'll be passing through your home city pretty soon. Fancy taking a 
vessel from there, see the world, that sort of thing. Anyway, I'll see you there!” 


“Of course,” you grin - both of you refusing to voice ‘if’ you survive the quest to S‘turrak. “We'll share 
our exploits over a tankard of ale.” 


“That’s the best idea I’ve heard in a long time,” he waves, “farewell, Scorpion!” 


Now on foot, it seems the jungle is much further than you'd first reckoned; it takes you until noon to 
reach, by which time you must eat a meal. The lake is to your right, but the waters have found their way 
to you in the form of a trickling tributary. Thankfully, it is clean here, and you re-fill your water flask 
before continuing towards the Arantis jungle. Turn to 102. 


-269- 


The steps end at a heavy door. You try the handle to find it unlocked, and enter a small chamber which 
appears to be a guard room. A variety of weapons hang on each of the four walls. There is a large table 
upon which lie a set of iron keys. Three stools are dotted around this, and sitting upon one of them is a 
solitary Snake Man on duty. He is busily polishing a steel helmet, and fails to notice you at first. When 
he does, he leaps to his feet, and half-salutes. When he recognises you are not his superior, however, he 
hisses and shakes his head in humour at his error. There is another door in the opposite wall of this 
room. Before you can reach it, it suddenly opens and in strides a tall Caarth wearing purple and black 
robes. He stares at you, regarding your pack and weapon. His own sword - a serrated blade - hangs at 
his belt. In his right hand, he clutches a sceptre. This time, the other Caarth is rigid to attention, head 
bowed, in the presence of this warrior-mage. If you have a Sith Dagger or Snake Ring turn to 86. 
Otherwise, turn to 121. 


-270- 


You trek northwards in an effort to give the brigands a wide berth. You stop to eat a meal and consume 1 
drink of water from your flask, before sleeping fitfully until early the next moming. Continuing your 
jungle trek, disorientated and uncertain of where you are, you stumble across a small stone building, 
situated in a fair-sized clearing. It is constructed of white stone, circular in shape and dilapidated. 
Standing dormant and forgotten in a dangerous region, you almost sense the magic protecting it, 
keeping it preserved, after all these years. You approach the stone door, cautiously, lest there be 
treachery afoot here. Several glyphs and runic letters of a dead culture are set above the entrance. 
However, try as you might, you cannot gain access to the temple's secrets - unless you have gleaned 
something during this adventure. Otherwise, you reluctantly search the clearing and find a trail that 
leads directly east. Turn to 165 to follow this. 


-271- 


The tendril catches another brigand by his ankle; screaming in fear, he scrabbles to grab hold of a 
creeper. But the Pitcher Plant is by far much stronger and easily yanks him up and into its vase. Before 
the tendril can claim more lives, you rush towards it and hack at the vulnerable body. Following your 
example, the remaining brigands continue to assail the wretched thing, fuelled with a vengeance for 
their slain comrades. Green liquid gushes out of the wounds, and you manage to create an opening to 
rescue the bodies. Of the first victim, there is no sign. The second, unfortunately, has cracked his skull 
on a breastplate, lying prone upon the floor. Sadly, Ropeniz offers a prayer up to Logaan to look after 
their souls, before the group continues east. 


Turn to 245. 


-272- 


Just as you creep along the passage, your vigilance pays off. Your foot presses upon a trapdoor - but 
your full body weight wasn't there at the time! Breathing a sigh of relief, you remain alert in case of 
other traps in this temple. 


Turn to 246. 


-273- 


The Basilisk is a deadly foe, and keeping your eyes closed will do little to keep it away. Do you have a 
mirror? If so, turn to 354. If not, but you have a Yaluga Egg, and wish to throw it, turn to 33. If you have 
neither item, turn to 70. 


-274- 


Having returned to manning the oars of your little craft, you feel better for the exercise, and fresh air. 
The civilized comforts of Rashadesh are all very well - but crowds can be suffocating and become 
irritable after a while. You have not rowed very far before another boat similar to your own is being 
punted from the opposite direction. The single passenger is of average height, but his features are 
hidden by a bright green cloak. Good camouflage for jungle exploration, you think. As you get within 
ten yards of him, you stop rowing, he continues until there is but two yards expanse of water separating 
you. He raises a large, rough hand, a gesture to assure you that he means no harm. You notice a gold 
ring upon his index finger, it has been fashioned into the shape of a snake. If you have Society Lore turn 
to 161. If not, you must test your Luck. If you are lucky turn to 293. If you are unlucky turn to 180. 


-275- 


The ancient artefact that protects you from severe damage. The magical bolts are drawn towards the 
shield as if it were a magnet, and absorbs such harmful energy. Upon seeing this, the sorcerer shrieks in 
anger and frustration: one of his most powerful spells has just been thwarted! 


Turn to 101. > N x 


£ 
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-276- 


The sceptre is an evil tool, and can only be used by the dark wizard, whose corpse is now sprawled 
across his fallen mount. However, you know that the globe can be detached from its staff; you 
cautiously lift it from the tip of the staff. The thing still glows with power that lies dormant within. If 
you throw it at an approaching enemy, the globe will explode! You decide to pack this item away. 
Include the 'Green Globe’ in your equipment as 2 Backpack Items. 


Turn to 352. 


-277- 


Thanks to your light source, you descend the steps safely into another chamber. As soon as you enter 
another magical crystal illuminates the chamber - to astound you senseless... 


Turn to 143. 


-278- 


You trek onwards, wondering if you'll ever sight S'turrak. You decide to make camp for tonight amongst 
the sand dunes. Consulting your map, you estimate the whereabouts of your destination is less than ten 
miles from here. You must consume 1 drink from your water flask and eat a meal. 


You have no sooner laid your head to rest when you spy something, a fleeting shadow play along the 
dunes. Hoping it must be a trick of the near light you try to ignore it. However, a sudden howl resonates 
through the night air! Then, you are certain of what you saw earlier - the dunes are coming alive! Desert 
nomads refer to them as Sand Hunters; Arantisians call them Desert Wolves. Such creatures roam the 
desert wilderness at night, drawn to creatures by their incredible sense of hearing and smell. The 
hairless skins of Desert Wolves are a reddish gold, exactly the same in contrast to the surrounding 
sands, a perfect camouflage. Their diet normally consists of lizards and snakes, the occasional stray 
camel - and they have been known to prey on the occasional human! 


They lurk amongst the dunes, ready to pounce. You see one a few yards away. If you have South 
Allansian Lore and a whistle turn to 117. If you only have one or neither of these, you could make use of 
a bow (turn to 384) or fight these predators at close quarters (turn to 319). 


-279- 


It is perhaps because of the cloudless sky that has attracted unwanted attention to you. The relentless 
sun causes the Snake Ring to glint brightly; three of the creatures are already dropping whatever they're 
doing and dive into the water. You attempt to row away - but these humanoids are surprisingly fast 
swimmers, and easily catch up with you. Realising it's impossible to escape these water creatures you 
confront them. At close quarters, you can make out that they resemble fishes, with arms and legs and 
standing (almost) upright. Their mouths stretch right back, a gaping maw filled with carnivorous teeth. 
They cannot speak the human tongue, they merely croak, wide-eyed, regarding your ring with a jealous 
desire. You would gladly give them the wretched thing, cursed as it is, if only you could get it off! 
Growing angrier by the second, they brandish their tridents. 


1st Fish Man: 
Skill 7 Stamina6 

2nd Fish Man: 
Skill 8 Stamina 6 

3rd Fish Man: 
Skill 7 Stamina8 


On board your boat, the Fish Men can only attack you one at a time. If you win, turn to 4 to quickly flee 
before more Fish folk can assail you. 


-280- 


It is late afternoon - you must eat a meal and consume 1 drink of water. At this time of day, the sun 
begins to disappear beyond the western horizon, mercifully the suffocating heat also recedes. As 
darkness begins to creep up on your progress, you decide to bed down for some much-needed rest. 
However, you have no sooner fallen asleep when a loud buzzing noise alerts you. Two Giant Wasps 
assail you, wings flapping at an impossible speed, creating the thrumming noise that awoke you. These 
creatures are just like normal wasps, about the size of a lamb - however, stings poised, they are deadly 
hostile! You have no time to use a bow, but if you have a Throwing Knife handy turn to 107. Otherwise, 
turn to 292 to fight them at close quarters. 


-281- 


Your journey takes you to a tributary of the River Eltus. The northerly stream wends its way to a village 
you can see half a mile away. You follow the channel upriver towards the cluster of red-tiled homes, 
their white walls gleaming in the mid-day sun. Entering the tiny village, you discover a thatched house- 
turned-tavern, named 'The Vulture's Roost’. O'Saldah offers to buy you a round of ale, an invitation 


which you gladly accept. The brew is made from rye, a crop grown in the northlands. There are few 
customers at this time of day. One is a tall, hooded person, very much silent, and you notice he wears 
curious, scaly green gloves. As you bid him good afternoon, he turns slowly to face you. His small eyes 
widen when he sees you...it is a Snake Man! You are taken aback by this, - but he mistakes this reaction 
for one of excitement at finding a fellow Caarth. You had momentarily forgotten about the magic amulet 
Terrenul gave you. But what is he doing here, in Arantis, in plain view of several humans? If you have 
Snake Language Lore turn to 150. If you do not have this Lore turn to 348. 


-282- 


You fork out 8 Gold Pieces and give them to the Lizard Man. He thanks you profusely and hands you 
the potion. Whenever you wish to drink this potion, turn to '382', but make certain that you record the 
entry number you're on at the time. 


Turn to 398. 


-283- 


With grim reluctance, you skirt round the water pool in the hope of catching the Venus Flytrap 
unawares. However, this is exactly what the plant was hoping. A tendril suddenly shoots out from the 
undergrowth and the snapping head at its end flails towards you! Test your Luck. If you are lucky, you 
trip and stumble backwards. Lose 1 Stamina point. Cursing the Venus Flytrap, you abandon attempts to 
combat such a foe and trudge on east by turning to 39. However, if you are unlucky, the jaw clamps 
right round your body and lifts you high into the air. If you have a knife or dagger, you are able to 
wound the inside of the jaw sufficient enough to slacken its vice-like grip, but you must lose 5 Stamina 
points (turn to 39). However, if you have no such weapon turn to 192. 


-284- 


Stealthily, you creep in slow, cautious steps towards the nearest hut. The natives are so engrossed in 
their celebrations that they fail to notice your presence. You slip in through the entrance - and nearly 
jump back out again! You are confronting a pet belonging to one of the native children: a trained two- 
headed viper. The forked tongue flickers between its two fangs, dripping with poison, as it hisses 
threateningly. Every time the viper wounds you, you lose 3 Stamina points instead of the usual 2. You 
must defend yourself! 


Two-Headed Viper: 
Skill9 Stamina7 


You cannot escape until the viper is dead. Even then, you fear that someone may discover what you're 
up to, so you must flee the village. 


Turn to 228. 


-285- 


You have fallen foul of the Phantom's accursed gaze! Helpless against the powers of this un-dead horror, 
its sharp claws claim your life. You have failed so near to the end of your mission - all because of the 
sorcerer's final guardian. 


-286- 


You descend the cracked stone steps of the library and see something at the other end of the street. A 
man plays a jolly tune on a flute to which an agile monkey, wearing a bright blue coat with bells upon it, 
jumps and hops about. Suddenly, the little creature vaults on to an elderly woman's shoulder and 
snatches her bonnet. It must have been attracted by the colourful flowers adorning the headgear. With 
spectators laughing helplessly at the stunt, the victim is far from cheerful. 


“That hat means a lot to me!” she shrieks. “Please, somebody, catch that little monster!” 


Although giggling, you dutifully give chase after the mischievous culprit. You skid into a dark alley. 
You could have sworn it entered that cellar window... Test your Luck. If you are lucky turn to 110. If you 
are unlucky turn to 336. 


-287- 


You grimly stand your ground, ready to receive their attack. The Caarth gleefully yell their war-cries in 
confidence of overpowering a lone warrior; you must fight them together: 


1st Mounted Caarth: 
Skill9 Stamina 8 

2nd Mounted Caarth: 
Skill9 Stamina8 

3rd Mounted Caarth: 
Skill9 Stamina7 


You cannot escape, since the Giant Lizards would easily outrun you. If you don't have a shield, you 
must reduce your attack strength by 2 points for this combat only. If you defeat all three opponents turn 
to 179. 


-288- 


There are many tales to be heard in the taverns of Kaynlesh-Ma. You keenly recall one of a grizzled old 
man, whose left arm had been lost to him in a war. He told of how (in his more youthful, headstrong 
days) he’d discovered the location of a temple in southern Arantis. The sacred place was devoted to the 
Nasqua Queens; the man told of a chamber such as this. At once, he didn't like the atmosphere. 
Inspecting the chamber further, you see a similar feature here: there are blue crystals attached to each 
and every plinth upon which the skeletons stand. They are a magical device, used to detect intruders as 
they pass through them. The old man knew this - and discovered that several of the statues came to life! 
You must leap all these beams, one by one. Roll two dice and compare the total with your current Skill 
score. If it is the same or less than your Skill, you have cleared the first beam. Repeat the procedure four 
more times. If you succeed in clearing the beams, turn to 399. If at any time the total rolled is higher than 
your Skill turn to 164. 


-289- 


You know these to be a nomadic cult of druids that are known as Hospitallers of Ooraseel, goddess of 
love and beauty. You could never have stumbled across wiser and kinder worshippers if you'd tried. 
Also devoted to Hamaskis, God of Learning, they study and travel the continent, searching for goodly 
powers and creating potions, helping adventurers to destroy un-dead atrocities that defy Mother 
Nature’s teachings. They are also very powerful, their knowledge of spells both awesome and effective. 
You've heard that the Good Wizard Yaztromo spent some time with them (and everybody knows of 
Yaztromo!) in order to learn more or their culture. 


The Head Druid of this sect smiles in greeting and asks how far you've travelled. You reply far enough 
to sample some of the waters of the well. His brethren murmur excitedly, apparently impressed by your 
clever answer. The druids part to allow you to re-fill your flask, and you also drink from the well 
directly, saving your bottled water for later. One of their number approaches, offering you a phial of 
Holy Water. 


“The un-dead are always where necromantic sorcery lies.” He says. 


You thank him and pack away the Holy Water. The druids wish you Godspeed and Fortune upon your 
journey, before returning to their solemn chant. 


Turn to 115. 


-290- 


Are you wearing a Snake Ring? If so, Steeldawn offers to magically remove the accursed trinket for you. 
You may restore the lost Skill points you previously lost (but only if you decide to dispose of the ring!) 


The Hamaekai then says you should try to get some rest before continuing your journey tomorrow. The 
cave is kept warm by sorcery, so you don't have to suffer the hellish climate of the desert night. You 
sleep deeply and awake in the middle of next morning to the sound of low mutterings. It is Steeldawn, 
and he is hunched over a small pool situated at the back of the cavern. After a few tense moments he 
turns to you. 


“Ah,” he croaks, “my courageous friend stirs from his peaceful slumber. Feeling strong today? Good, 
good. I've just completed a magical observance and have discovered that Negresh, the High Priest of 
S'turrak, is readying his troops. Another two days, perhaps three, and he shall be prepared to begin his 
campaign. I had hoped that he would attack the Swamplands...but to no avail. He is definitely setting 
his sights on Arantis.” 


Spurred by his words, you determine to reach S'turrak and kill Negresh before he can implement his 
terrible plans. Before you leave, Steeldawn hands you four strips of cured black-coloured Olgean Herb 
which he tells you is a powerful form of sustenance. Each of these will regain you 6 Stamina points 


whenever you eat one. You also re-fill your water flask here. 


Thanking Steeldawn for his hospitality, you set off once more into the blazing heat of the desert sun - in 
the desperate hope that you'll be in time to save Arantis. 


Turn to 22. 


-291- 
Your apprehensive suspicions are confirmed when instinct governs your next move. You duck just in 
time as a heavy wooden club whips overhead. Leaping to one side, you brandish your weapon at the 


same time. 


Turn to 175. 


-292- 


Both the Giant Wasps will attack you at the same time. You must fight the first opponent in the first 
round as normal, then repel the attack made by the second Wasp. If your attack strength is the higher 


against the second Wasp, you have only evaded its attack. If it has the higher attack strength then it 
wounds you as normal. Unless you have a shield, reduce your attack strength by 2 for this combat. 


1st Giant Wasp: 
Skill6 Stamina6 

2nd Giant Wasp: 
Skill 6 Stamina6 


Whenever a Wasp wins an attack round, roll one die. If the result is a 1 or a 6, the sting remains in your 
body (which automatically kills the wasp) but you must immediately lose 1 Skill point and an extra 2 
Stamina points. You may take some Anti-poison to cure this, but only after the fight. If you defeat the 
two Giant Wasps turn to 371. 


-293- 


Without warning, the man leaps across to your boat with swift ease. However, your instincts save you at 
the last second as he swings his heavy mace at you. You evade his surprise attack. 


Turn to 48. 


-294- 


You take up the Yaluga Egg and, with it tucked behind your back, approach the two sentries. Using the 
magical amulet, you are able to reach their position easily enough. They do not appear threatening 
toward you but merely rest upon their spears, eyeing you with vague interest. Then, before they can re- 
act, you hold the egg into the air - and throw it at their feet! The effects are sudden and deadly. Upon 
impact with the ground, the Yaluga Egg explodes which instantaneously consumes the two Caarth in its 
blaze of fire and heat. Screaming in agony, the two humanoid forms stumble around, wreathed in 
blazing flames that soon reduce them to burning corpses. Before anybody comes to investigate, you 
venture through the opening. 


Turn to 156. 


-295- 


There are many nocturnal predators that stalk the jungle. Tancred the Magnificent, however, is keeping 
you safe this night. 


Turn to 234. 


-296- 
Whilst your mysterious ally is fighting two ofthe Routiers, you must fight the remaining three together: 


1st Man-Orc Routier: 
Skill8 Stamina7 

2nd Man-Orc Routier: 
Skill 9 Stamina 6 

3rd Man-Orc Routier: 
Skill 8 Stamina8 


You must fight these Man-Orcs to the death. If you win turn to 18. 


-297- 
Deciding not to evoke the dark powers locked within this gruesome skull, you pack it away. However, 


the totem is an evil one, and its magic permeates through to you. Lose 2 Luck points. If you have Magic 
Artefacts Lore turn to 378. Otherwise, turn to 368 to continue north. 


-298- 
The crossbow quarrel nicks your arm (lose 1 Stamina point) but has failed to kill you outright. Fear 
guides your running steps as you flee north. Soon, when you stop to regain your breath and make 
certain you haven't been followed, you discover that your water flask has stopped a crossbow quarrel - 


you must either use another spare flask or do without. 


Turn to 270. 


-299- 
The dark-clothed criminal is a vicious foe. 


Thief: 
Skill 10 Stamina 9 


If you reduce your opponent's Stamina to 4 or less, he shouts a curse at you before leaping out of the 
now open window. You remain dumbfounded at witnessing this for your room is situated three storeys 
up! There is little need for surprise however - the thief is as agile and gymnastic as he is cunning. Turn 


to 16. 
-300- 


As soon as you have opened the chest, two sharp claws whip out at your face on long, spindly arms! 
Roll one die. If the result is 1-4, you lose 4 Stamina points as they inflict serious gashes across your face. 
You reel back and the little demon confronts you. It is perhaps related to the Gremlin, but is better 
known as a Chest-trap Beast. Such creatures are placed in boxes in the hope of catching thieves 
unawares. This pet of the Priestess now leaps to the attack. 


Chest-trap Beast: 
Skill5 Stamina 6 


If you kill this little horror, you peer inside the chest. Lying there is a phial of clear liquid upon which is 
a single rune, and a golden arrow with the name 'Tanzajir' inscribed along its shaft. If you have Ancient 
Runes Lore turn to 83 to examine the phial, or if you have Magic Artefacts Lore turn to 236 to examine 
the arrow. If you have neither Lore, you may pack away both or either of these items and head for the 
exit on to the bridge (turn to 162). 


-301- 


The road takes you through an area dotted with copses of all sizes. You spy one particular feature 
besides which is a tower. Taking up a telescope that O'Saldah hands to you, you study the building; it 
seems quiet and deserted, save for the few carrion crows cawing loudly upon its dilapidated roof. A 
single opening - devoid of door - provides the only access of entry. The arched windows are too small to 
climb through. You canter towards this structure, it seems larger than when you last peered at it through 
the lens. The silence that descends upon you is quite unbearable. 


“Rather sinister, is it not?” asks O'Saldah, as if to himself. 


If you wish to investigate the tower turn to 108. If you wish to investigate the copse nearby turn to 307. 


-302- 


Just as you think you're going to make it clear, you bump into a heavily-armoured figure. It is one of the 
Hagasith - a sentry who reacts swiftly! Snarling with anger, pure hatred ablaze within his eyes, he 
readies to release the bolt of his crossbow. Test your Luck again, adding 2 to the die roll if you do not 
possess a shield. If you are lucky turn to 386. If you are unlucky turn to 89. 


-303- 


As the claws rake your side, your limbs suddenly become heavy and your weapon falls from your 
grasp. You collapse to the ground in a heap, screaming as the nightmarish Ghouls finish you off... 


Your adventure ends here. 


-304- 


Snatching the Yaluga Egg from your backpack, you hesitate, then throw it. It explodes upon contact with 
the sorcerer - but when the acrid smoke has cleared, you see he is virtually unharmed! Such a weapon 
fashioned from natural elements isn't enough to penetrate his magical shield. Nevertheless, you may 
reduce his Skill by 1 point when you fight him, for the creation of his energy shield required last second 
concentration, which has left him weak. 


Return to 101. 


-305- 


Without warning, two of the skeleton statues heft their weapons and leap off their pedestals to attack 
you. Even if you have broken more than one beam whilst leaping back in retaliation, these two are the 
only ones you'll confront - you would have been hard-pressed had all of them suddenly responded! 


Stone Skeleton Statue: 
Skill 9 Stamina 14 


If you win, you must reduce your attack strength by 1 for future combats, as the stone has blunted your 
sword. O'Saldah is reeling back as his opponent falls forward, the magic that animated the statue 
suddenly destroyed. You take the entrance opposite. 


Turn to 71. 


-306- 


Struggling to maintain your balance in the half-darkness, you advance towards the light. As you 
approach it, the distinct outlines of a hut loom into view, raised on posts to support it from the marshy 
ground. You climb a bamboo ladder to reach the entrance of the dwelling. The interior is rather sparse of 
furnishings, although there is a rocking chair creaking slowly. Sitting in this is a lone humanoid - it lifts 


its head wearily to reveal the features of an elderly Snake Woman! She hisses in delightful surprise at 
noticing your presence, the magic amulet disguising you as a Snake Man. She says something to you in 
the Caarth tongue...If you have Snake Language Lore turn to 244. Otherwise, if you have a Snake Ring 
or Sith Dagger turn to 223. Failing either of these possessions, turn to 392 to flee this hut. 


-307- 


You discover a monument in the tangled undergrowth of the copse. It would be identical to the one you 
saw a few days ago, except for the absence of runes; the surfaces of this one are smooth and devoid of 
any markings. If you wish to investigate the tower now, turn to 108, if you haven't already. Otherwise, 
you must continue east from here by turning to 268. 


-308- 


You manage to manoeuvre the boat and moor smoothly alongside the bank. The reeds are thick here; 
you needn't worry yourself about leaving the transport unattended. You accompany the ageing crone, 
who thanks you profusely as you help her along the rough terrain. A pothole almost causes you to trip. 
After about a mile's walk, you reach a small dilapidated temple of bleached white stone, partially 
overgrown with entwining creepers and hidden by the overhanging branches of arching trees. The 
wood-wormed door has long since collapsed, and pieces are still attached to rust-corroded hinges. A 
flock of bright green birds startles you, as they suddenly screech and take flight from their nesting places 
atop the building. 


“I find it strange that nobody has found...” 


You confront the woman as you begin to speculate upon any recent discoverers of this lost temple. 
However, she has seemingly disappeared - and the huge, domineering form of something much 
different assails you without hesitance! Roll two dice and compare the score with that of your current 
Skill. If the total is higher than your Skill, a heavy, coarse-skinned hand thumps into your face, causing 
you to lose 2 Stamina points. Reeling back, you gaze open-mouthed in shock at the monster confronting 
you. It has brown, scaly skin, and stands seven metres tall. Its muscles bulge and it roars a terrifying 
battle-cry, brandishing a great double headed axe with which to cleave you in two. Shunned as freaks by 
civilisation, these one-eyed monsters are aggressive and ideal for rallying evil armies in a display of its 
strength. Fortunately, this one stands very much alone. You have no time to worry about the old crone; 
now, you must bravely stand and defend yourself! 


Cyclops: 
Skill 10 Stamina 10 


Continue to combat your opponent, until its Stamina is reduced to 4 points or less, then turn 


immediately to 129. 
-309- 


By mid-afternoon, you stop by the trunk of a fallen tree to rest. Your keen ears detect a faint rustling 
sound coming from above...instinctively, you dive to the left - just as a dart thuds into the wood upon 
which you were sitting! Peering up, you make the distinct outlines of a jungle native, blowpipe raised, 
ready to send another dart towards you. Lying there on the ground means you're a sitting target. You 
must move fast! Roll two dice and compare the total with your current Skill score. If the total is the same 
or less than your Skill turn to 353. If it is higher than your Skill, but you possess a shield, turn to 15. If 
you do not possess a shield turn to 152. 


-310- 


Such a phial of liquid you have seen before. And, quickly, put it down on the table: within this is an evil 
type of Genie, a Nanka. Such entities have great powers and delight themselves in trapping the souls of 
those who are careless enough to release them. Keeping far away from the deadly evil contained in this 
phial, you instead approach the other door in this guard-room. 


Turn to 8. 


-311- 


With a resounding ‘dong’, the bell tolls once, twice, three times. At first nothing happen. Then, the water 
close to the scaffold ripples slightly...and a head pokes up through the shimmering surface. You 
stumble back in horror and disgust, hardly daring to believe your eyes. As the mist becomes heavy and 
cloying, several more humanoids arise from the water - now you know why it is so named The Cryptic 
Depths! These are un-dead beings, Zombies, the victims, and now mindless servants of the sadistic spirit 
that guides them to you. Their eyes burn its hatred, as it directs the decaying, shambling horrors 
towards a pure life-force: your own existence like a beacon, attracting foul moths to the lamplight. 
Unless you wish to end up like these Zombies, you must act fast. If you have some Holy Water, then 
now’s a handier time as any to use it here (turn to 135). Otherwise, you must use your close combat 
weapon and pray to the Gods of Good for deliverance from these un-dead manifestations (turn to 253). 


-312- 


You twist the eyepiece into focus as you scan the horizon....the beings come into view with frightening 
suddenness. As you suspected, they are Snake Men, riding their Giant Lizard mounts. All three bear 
weapons of an arcane design: halberds, their shafts covered entirely with green lizard skins. The patrol 
then halts. One of them snatches up an eyepiece, hanging from about his neck, but one that is quite 
different to your own: it appears to be two telescopes moulded together. What's more, the blazing 
tropical sun is glinting off your polished lens! Test your Luck. If you are lucky turn to 364. If you are 
unlucky turn to 40. 


-313- 


Allansia is a land that spawns the most formidable and dangerous of creatures. A pack of Aardwolves, 
five in total, converge upon your camp - surrounding you in a ring. The fire has burned down to a mere 
few flickers of dying flame while the horses grow ever more restless. They are believed to be related to 
hyenas, have yellow and black striped bodies that provides some camouflage. These animals are 
predators which rarely attack larger creatures. You're certain they are desperately hungry to be attacking 
you. O'Saldah is already awake and he curses their presence. 


“Can't fight them with fire, it's just reduced to embers. Come on, Scorpion, let's fight them the way we 
know best!” 


If you have a bow and wish to use it here turn to 25. Otherwise, turn to 377 to engage the Aardwolf pack 
at close quarters. 


-314- 


You train the lens upon the city, searching its battlements and other defences. They are heavily manned 
and provide suitable vantage points from which to survey the surrounding lands. Clearly, you cannot 
make for S'turrak just yet. Then, you regard the tallest building in the stronghold: the Grand Tower. 
This is where the most important Caarth of all must reside, including High Priest Negresh himself. 
Across the chasm is a temple pyramid. Perhaps at this moment he is offering prayers up to Sith - the evil 
Snake Goddess. You discover that a rope and wooden bridge straddles the mighty gap from the Grand 
Tower to the Temple grounds. So, if Negresh is absent from his quarters high within the tower, you 
could always approach the pyramid and challenge him there. Gain 1 Luck point for gleaning such 
information. 


Turn to 166. 


-315- 


You smile, witnessing your arrow thud into the footpad's back. He gurgles a cry of agonising pain 
before rolling down on to the street below. He lies very still. Cautiously, you check on him: he is 
genuinely dead. Will you commit yourself in searching him (turn to 380) or do not degrade yourself in 
pilfering the pockets of thieves themselves, and leave Rashadesh (turn to 274)? 


-316- 


The mutants remain in fear of you, despite your warm greeting. One of them slowly lowers his guard 
and demands your business here. You tactfully create a ruse, pretending to be the sole survivor of a 
patrol that fell foul of some hostile natives. 


“Yes,” curses the leader. “Cursed bigwigs in S'turrak throw us into this hellish jungle, expect us to 
find the Scorpion before sunset. I ask you: how are we to achieve that? Hundreds of square miles of 
jungle to search, and we have to keep a mind on self-preservation at the same time. At least, in the 
desert, you can detect see an enemy from miles away...” 


The patrol leader has a deformity on the left arm. In fact, it is more of a flailing tentacle, that he suffered 
during a raid upon the city of Vymorna. One of the mages defending the wall fell beneath his sword - 
but not before transforming his arm to what you see now. Thereafter, the Caarth was deemed a mutant 
and thrown into the battalion of scum. It only increased his hatred towards the authorities in S'turrak. 
Offering your sympathy, you say that you will detain them no longer. They watch as you press on east. 


Turn to 163. 


-317- 


The lone traveller comes within an easy distance by which you regard him further. He too seems 
somewhat to be suspicious of your appearance, but manages to force a friendly enough smile. 


“So,” the man's voice is deep and resonant. “The Gods have sent me an Arantis adventurer. 
Greetings, warrior. Where do you hail from?” 


“Kaynlesh-Ma.” 


“Ah, a city blessed by Hamaskis himself; your priests are very tolerant towards my brethren, and are 
renowned throughout the known world for their wisdom and virtue.” 


You join this nomadic wizard, whose name you learn is Balaz, in a meal of boiled scorpion. Concerned 
by your need for water in the desert, you ask him if he knows of such a source. He replies that an oasis 
lies several leagues to the west of here. “But in return for my help I must ask you for five Gold Pieces. 
Yes, I know that desert nomads have little need for money - but I wish to visit the Kaynlesh-Ma 
markets.” 


If you wish to agree to Balaz's offer turn to 112. Otherwise turn to 160. 


-318- 


The first horseman relishes this moment - he believes that you're already a dead man. His scream is 
defiant as he attempts to run you down. You dodge his first downward stroke easily; he's over-confident 
and not aware of who you really are. However, you must reduce your attack strength by 2 for this 
combat, because you are on foot. 


1st Mounted Footpad: 
Skill 9 Stamina 8 


If you defeat this first villain, you leap astride the horse in one fluid movement. No longer at a 
disadvantage, you wheel the animal about face to confront the other two footpads. They are somewhat 
astounded by your brave action, as you prepare to stand and fight. You must both foes together. 


2nd Mounted Footpad: 
Skill 8 Stamina9 

3rd Mounted Footpad: 
Skill 9 Stamina 10 


As you knock the third villain from his steed, you discover he still lives - barely. He manages a half- 
smile, almost a sneer, and whispers: “Hah, w-well, you're... al-alright in battle I-I suppose...”. His head 
falls back, open eyes staring at the sky, unblinking. Will you search the footpads (turn to 174) or simply 
head towards the jungle (turn to 102)? 


-319- 


The three Desert Wolves have surrounded you. You are faced with a deadly foe that will attack you 
together! During the first round of combat, you must fight the first Wolf normally, then fight the second 
and third in turn. If you have the higher attack strength, you have only evaded their attack. If they have 
the higher score, you must deduct Stamina as normal. And this rule in combat still applies until the third 
Desert Wolf remains. 


1st Desert Wolf: 
Skill8 Stamina9 

2nd Desert Wolf: 
Skill8 Stamina9 

3rd Desert Wolf: 
Skill8 Stamina 10 


If you manage to kill all three Wolves, turn to 6. 


-320- 


After two hours have passed by, you hear several voices coming from ahead. They are definitely not 
human; you identify the dialect as Snake Man! Cautious of encountering the advancing group, you 
quickly hide within the foliage to your right. Peering through a small gap in the leaves you spy four sets 
of booted feet. They have stopped near to your hiding place, their voices now growing more agitated. If 
you have Snake Language Lore turn to 60. Otherwise, you take the chance to confront them by tuming 
to 141. 


-321- 


If you are wearing a Sharks Teeth Necklace, turn to 219. Otherwise, the girl dives into the water and 
simply disappears. To continue east, turn to 77. 


-322- 
Hastily, you nock an arrow to the bowstring, which cuts into your fingers as it is pulled taut. The first 
Harpy doesn't seem to notice the weapon in your hands - so crazed for bloodlust, it continues to 
descend at speed without faltering. Roll two dice and add 3 to the total, for it is difficult to keep track on 
this flying horror. If the total is the same or less than your current Skill score, your arrow buries itself in 
the creature's chest, penetrating its heart. The Harpy hits the river water with an almighty splash. If the 
total rolled is higher than your Skill, then your arrow misses the target by a mere few inches. Now turn 
to 29 to resolve your combat! 
-323- 
“Hail Negresh!” barks the Jestrali. “Where are you going, sir?” 
“I'm re-joining a patrol to the north, Serjeant.” All the Jestrali are referred to as ‘Serjeant’ - which in 
Caarth military parlance is the rank below Captain. “How goes it here? You must be fairly tired of 


staying all the way out in these parts.” 


He shrugs: “Well, Captain, it makes a good change from guard duty in S'turrak. Is that where you're 
heading for?” 


“Yes, I'm meeting up with my patrol on the way.” 


After exchanging a few more words, you bid each other farewell as you must ‘rendezvous with your 
patrol". 


Turn to 368. 


-324- 


As the tall grasses begin to thin out, individual trees, their dead branches stunted, overlook your 
progress. O'Saldah then spots something resting on a bough: it is a white-coloured horseshoe. 


“Who on earth left this here?” he says in surprise. 


If you have Magic Artefacts Lore turn to 146. Otherwise, will you take it with you (turn to 393) or 
continue past the tree (turn to 137)? 


-325- 


There is a moment of silence. Then, spontaneously, the sergeant begins laughing out loud and claps his 
hands in genuine amusement. At first, you think you've made a mistake! What on Titan was the question 
again..? 


“No, no,” chuckles the Lizard Man, seeing your panic-stricken face. “Ha! I knew that you were the 
intelligent type - there was that gleam in your eye.” 


The other Lizard Men sheathe their weapons and pat you on the back. You can hardly believe you have 
found unlikely allies in this dark and evil city. Relieved, you sit down and accept a tankard of ale - its 
acrid taste soon puts you right. You may regain 6 Stamina points at their hospitality. Having dined on 
roast lizard and fruit, you may re-fill your water flask while you’re here. You also have packed 
provisions handed over - enough for three meals. Still, this unexpected turn of events proves puzzling in 
the least... 


“Why are you so eager to help?” 


“Lizard Men are treated with contempt by the Caarth. They expect us to march into Arantis, so far 
from our home in Silur Cha, and do all the dirty work, no doubt! We've had enough of being treated as 
an inferior species.” The others cheer this vehement statement. “Now, if Negresh were to be...removed - 
well, let’s just say that would throw S’turrak into chaos. Just imagine: we mercenaries could gain control 
of the city itself!” 


You offer him a rueful grin. “And then what?” 

“Ah, I know what you're getting at - we'd replace the Caarth here as a menace to your home country. 
Well, that wouldn’t be the future for some time to come, now would it, Scorpion? Still, this is all 
academic...in the meantime, you have a mission to complete. Here, don't forget this.” The sergeant 


throws you back your amulet. “And I wish you fortune, human. You'll need it where you're going!” 


The Gods must indeed be with you for this mission. Gain 1 Luck point for the mercenary's blessing - and 
from a hired soldier serving the Forces of Evil! 


Turn to 269. 


-326- 


You traverse a rough track that lies beyond the jetty. After two miles, it splits into a junction. You don't 
want to go north or south, but continue east. If you have the word 'Footpad' written upon your 
Adventure Sheet turn to 206. Otherwise, turn to 102. 


-327- 


The Pitcher Plant has chosen you for its second tasty morsel! Desperately, you fend off the flailing 
tendril. During the combat, if it wins an attack round, you are then lifted off your feet by the tendril, 
which half-crushes and half-restricts your movements. You must reduce your attack strength by 2 points 
if this happens. If the Pitcher Plant then wins another round of combat, turn immediately to 140. 


Tendril: 
Skill 8 Stamina7 


If you reduce the tendril's Stamina to 0, then you have weakened it sufficiently to escape. Ropeniz orders 
his companions to forget the unfortunate brigand: “Logaan has already claimed him!” he shouts. “Let's 
go!” 


Turn to 245. 


-328- 


Your heart fills with dread as you recognise the grisly totems of this encampment. It is an area infested 
by Asspaa Hagasith: fanatical religious militants of the Snake People's God. They are crack troops, tough 
and disciplined, who give little quarter to other civilizations. This very fear helps to sharpen your 
vigilance. Test your Luck, but subtract two from the die roll. If you are lucky turn to 190. If you are 
unlucky turn to 302. 


-329- 


Will you approach and place your hands upon the altar (turn to 62) or instead leave this dark, ruined 
temple (turn to 210)? 


-330- 


The Hydra is a difficult and formidable foe to challenge! Although you're aware that the soft underbelly 
is its weak spot, there are four gnashing heads to guard it; there are two ways to defeat the Hydra: the 
first is to take on all its heads and despatching every one will automatically kill it, the other is to attempt 
to gets past its guard and impale the belly. 


If you decide to take the former option, then you must conduct this combat in the following way: fight 
the four heads together, only managing to parry the second, third, and fourth if your own attack strength 
is the highest. If the other three heads have the highest attack strength, you must suffer damage as 
normal. Remember, even when you have slain the first head, this rule applies until you are down to the 
last remaining head. For this battle, if you possess a shield, add 1 to your attack strength. 


Each Hydra Head: 
Skill9 Stamina5 


You may escape after four rounds of combat by turning to 334. If you hack each of the Hydra's heads to 
death, its huge body goes limp and crashes to the jungle floor. Turn to 111. 


Should you make bold with the second strategy, you must roll two dice and compare the total with your 
current Skill score. If the total rolled is the same or less than your Skill, you manage to fend off that 
particular head. If the total is higher than your Skill, you lose 4 Stamina points as opposed to the usual 2 
(as one head catches you off-guard, you're left open to the attack of another). Targeting the weak-spot 
will be difficult; repeat this procedure another five times before you get past the heads, reach the 
underbelly, and plunge your weapon into the Hydra. It howls in pained anguish, hisses its frustration, 
necks entwining and the rattle-tail shuddering in mighty death throes. Then, it slumps upon the ground. 
It is dead. Turn to 111. 


-331- 


A few miles further on, you come to a halt when you spot a cluster of several tents. Tied to poles 
surrounding the bivouac are Giant Lizard mounts. You have stumbled across a Caarth patrol! The 
captain sees you and approaches to where you stand. He says something in his own dialect. If you have 
Snake Language Lore turn to 198. If you don't have this Lore, but instead have a Snake Ring or Sith 
Dagger turn to 347. Otherwise, the patrol advance upon you as the officer draws a scimitar. If you have a 
Yaluga Egg and wish to use it turn to 14. If you wish to use a bow turn to 158. Or pray to the Gods and 
use your close combat weapon by turning to 203. 


-332- 


As you continue your journey you must consume one drink of water. O'Saldah offers to accompany you 
east; you feel glad that you'll not be travelling alone for this leg of the mission. You emerge from the 
woods and ride for two more miles before spotting a caravan of gaudily painted wagons, all heading 
north. 


“Black Elves,” explains O'Saldah, “returning to other trading settlements situated around the Pagan 
Plains. You don't want to trust them too much - but apart from the occasional dodgy deal they won't 
mean us any harm.” 


You have heard of Black Elves. Descended from renegades that fled the bizarre but evil Dark Elf cities, 
they roam the wilderness in caravans which they call home. Few manage to settle in various towns and 
villages, but they are mainly travelling merchants, ever wary of meeting their Elf counterparts. 


Will you turn your mounts to the north and catch them up (turn to 120) or ignore the brightly-coloured 
procession and continue east (turn to 43)? 


-333- 


The early morning birdsong is shrill as you continue your journey eastwards. As you pass by a clump of 
entwining plant, you first take it for a partially obscured tree stump. But O'Saldah wishes to investigate 
further, and the bounty hunter uncovers it to be a pyramidal monument bearing numerous runic 
markings upon its stone surface. If you have Ancient Runes Lore turn to 13. Otherwise, turn to 82 to 
continue east. 


-334- 


You continue along the trail until you spy something gleaming and metallic on the jungle floor. Half- 
submerged in creepers lies a scimitar. Curious, you may pick this up (turn to 169) or simply proceed 
through the jungle (turn to 309). 


-335- 


The runes upon the skull you recognise immediately: they comprise a curse that is normally used by evil 
manipulators to cast terrible spells. Such skulls are known as Garundi, heads that used to belong to 
necromancers decapitated for their foul sorcery and black magic. You also read that if you smash the 
skull, you'll be given some permanent protection - though from what, exactly, you cannot be certain. 


Will you smash the skull (turn to 92) or pack it away (turn to 297)? 
-336- 


Before you can investigate the underground cellar further, a heavy blow lands upon your skull. Several 
ruffians surround you, assailing you remorselessly with heavy cudgels. Lose 5 Stamina points due to 
this sneak attack. 


Turn to 220. 


-337- 


When you have fled eastwards for a considerable time, the man stops and collapses weakly on the 
ground. If you have any provisions, you must feed him a meal. 


“Thank you, adventurer,” he gasps. “My name is Berxes. I fell foul of those natives when my ship 
capsized. They captured and kept me prisoner, although for what purpose I dread to imagine. I think 
they were trying to brainwash me with that accursed candle - they practised black magic and voodoo 
often.” 


He issues forth from a small sack two Yaluga Eggs he’d filched from the hut. When thrown, he explains, 
they explode on contact. “They're useful little things. I witnessed some natives use them on a group of 
headhunters - very effective!” 


You may pack away these Yaluga Eggs (each Egg counts as 1 Backpack Item). Thanking Berxes for his 
useful gift, you bid him farewell as he aims to head for the coast. You continue east. 


Turn to 228. 


-338- 


As you get nearer to the lake there is a sudden thud: a needle pointed projectile protrudes through one 
of the boat's planking. You cautiously peer over the edge at the bow. A shoal of Harpoon Fish - easily 
identified from their red and blue striped bodies - is attacking your craft from the bottom. This type of 
creature can be extremely territorial and temperamental, not to mention dangerous. They threaten river 
traffic like underwater bandits. Their anger at intruders sends a message to their nervous system, thus 
triggering a spiny growth to be released. These 'harpoons' are poisonous. Roll two dice, if the total is the 
same or less than your current Skill score, you manage to avoid several of the lethal missiles. If the total 
is higher than your Skill score, roll one die and add 1 to the result; this represents the number of Stamina 
points you lose. After another twenty yards from where you first encountered the Harpoon Fish, the 


danger seems to have passed. You row with the wind to help speed your progress. Turn to 182. 


-339- 


A slight reprieve in the battle allows you to use the Orukk Dagger. Sith sneers in defiance, fully 
confident that a mere blade wouldn't kill her. However, the Orukk Dagger remains ever-accurate. Sith's 
eyes grow wide with surprised pain when the dagger penetrates her chest and skewers her black heart. 


Turn to 42. 


-340- 


The gloves are a tight fit...but suddenly they expand to have mould around your hands - now a perfect 
fit! These are enchanted gloves; your hands shall be invulnerable to virulent liquids and harmful 
substances. Note the Leather Gloves upon your Adventure Sheet, and return to 155. 


-341- 


The patrol stops five yards away from you. Their leader dismounts and strides over the remaining 
distance, staring at you, eyes narrowed with suspicion. Scimitar in hand, he points the blade at you... 
then begins to relent upon such an action. He has seen your symbol of religion and knows you to be a 
devoted acolyte of Sith. Muttering something like an apology, he bows in reverence and salutes before 
hurrying back to his Giant Lizard. At his order, the patrol continue their mission north. 


Turn to 57. 


-342- 


You can see daylight at the end of the tunnel of trees. As you approach, suddenly you hear the sound of 
horses, and several gruff voices, coming from a northern pathway. Quickly, you delve between the 
branches to your right. You pray your mount will keep its silence. Six Man-Orcs - strong, heavily armed 
brutes - reach the place where you once stood. Then, one of them raises a large hand, as he sniffs the air. 
He becomes suspicious and surveys the surrounding foliage with keen vigilance. 


“I smell you, human-scum,” he growls deeply. “We routiers don't take kindly to spies, do we lads? 
You're dead, whoever you are!” 


He draws a cavalry sabre from his scabbard, and gestures for his men to search every inch of the 
woodland. Your heartbeat grows faster - it'll only be a matter of time before they find you. Then, you are 
startled as a hand clamps over your mouth; you struggle briefly, expecting nothing but a sword in the 


back... you have never been so relieved in your life to see a fellow human squatting down beside you. 
He is of average height, middle-aged and has fiery red hair, a short beard hides his jaw. His dark eyes 
meet your own, you sense the experience of his mind. He puts a finger to his mouth, warning you to 
remain quiet. Whipping an arrow from the quiver on his back, and notching it to his bowstring, he sends 
a quarrel flying into the leader's neck. The Man-Orc tries to scream - but his larynx is severely damaged. 
Slowly, he falls from his horse, reins slipping from already dead fingers. If you also have a bow and 
wish to use it here turn to 227. Otherwise, turn to 296 to fight these Man-Orc routiers. 


-343- 


Court etiquette and fluent in speaking the Caarth tongue enables you to calm her down sufficiently to 
think of a good excuse: 


“My Lady,” you bow in earnest, “many sincere apologies, but I thought an intruder was on the 
premises. Allow me to take my leave of your Highness - I believe he is somewhere in that district of the 
city...” 


“Oh!” she says, startled. “Yes, of course, how stupidly selfish of me. I am preventing you from your 
duties, yes?” 


“Nothing to concern yourself about, My Lady. There are soldiers downstairs and the Royal Guard has 
been alerted to the danger. You may rest assured that the murderous scum will be caught, hung, drawn 


and quartered!” 


Without further ado, she bids you to take the bridge to the Grand Tower: “And look after Negresh!” she 
wails in despair. You bet your life I will! you think with relish. 


Turn to 162. 


-344- 


The bush has hundreds of tiny thorns that puncture the skin of your hands. You ignore the slight pain. 
However, these thorns contain a powerful poison that causes you to feel hot and faint. Although you 
have cleared the trail, you paid a price in doing so: Lose 1 Skill point and 4 Stamina points. If you have 
any Antipoison, you can restore your Stamina but not the lost Skill point. 


Turn to 44. 


-345- 
The Hagasith brandishes his heavy mace and utters an oath to kill you before leaping to the attack. 


Hagasith Knight: 
Skill 10 Stamina 14 


This soldier is the most formidable of all the Caarth People. If you have a warhammer, it will crush the 
strong armour of this enemy; you may reduce his Stamina by an extra point when you wound him. If 
you kill the fanatical knight, will you search him (turn to 53) or not risk any more fighting, and continue 
(turn to 28)? 


-346- 


You set off along the Flatlands Approach, a highway that leads out of Dabaros's North Gate. There is 
surprisingly little traffic - the only carts you see are laden with plants, fruit, spices, cultivated corn and 
wheat. Few other travelling merchants and journeymen pass you by. After ten miles, you spot one 
particular wagon, advertising on a board: ‘Pasan and Sons - Dealers in Herbs and Potions’. A dark- 
haired man perched atop the transport nods his head at you, bidding you good morning. Two 
Strongarms - hired mercenaries protecting the merchandise - sit in the back, eyes wary and vigilant. 
They are immediately suspicious of you, an armed traveller; it is obvious they take no chances with 
anyone. Will you stop and enquire about what potions this man sells (turn to 194) or return his friendly 
gesture and ride on (turn to 36)? 


-347- 


The symbol of Sith identifies you as a special agent of Negresh's army. The captain salutes and greets 
you in the Caarth tongue. Merely grunting in reply at this, you continue north unmolested. 


Turn to 278. 


-348- 


The Caarth is suspicious of you when you do not greet him in his own dialect. He sees before him a 
member of his race, not the sorcery of the amulet. Before you can take the thing from about your neck - 
to either or explain or apologize - he nods briefly in acknowledgment, before turning to find another 
table. 


Turn to 90. 
-349- 


You understand much of the jungle and its inhabitants. These natives are not exactly hostile - but could 
prove dangerous should you disturb their proceedings; it is important to them that outsiders of the 
village keep away from such sacred rituals. This particular dance - what you hastily assumed to be a war 
dance - is in fact a native wedding. The bride and groom, a young couple, are dressed in exotic robes. 
There are tables of luscious ripe fruit for a celebratory feast. Keeping in mind the consequences of being 
discovered, will you risk venturing toward the nearest hut (turn to 284), a hut further away (turn to 35) 
or simply decide to return to the trailand head east (turn to 228)? 


-350- 


The two guardsmen seem helpful and offer to escort you to a place they know: a guest house owned and 
managed by Lord Almazd. You eventually arrive at the large building, a grand and posh residence, 
located on Viper Avenue. The balconies are elaborate with strange, arcane designs, while ivy and roses 
creeping up the smooth yellow walls, entwined about the iron railings. At least several servants attend 
your every need, food and drink to be taken to your room, clothes to be washed, boots polished, even 
advice on where to visit in Rashadesh. You hand over 5 Gold Pieces for the night - ahandsome sum for a 
handsome lodging - which includes breakfast. 


You learn that the name Almazd is held in high esteem by the townsfolk, and possibly throughout the 
whole of Arantis; his ancestors brought trade to the people of Rashadesh which has prospered ever since 
under the family’s influence. 


“Hardly a bad word is said against Almazd,” says one of the other guests you've met in the smoky 
lounge. “Although it's a shame about his younger son, Ondello...mad as a brush he is. Aye, the time 
when he claimed he was the murderer of Xillias. The authorities didn't believe him - or chose not to, for 
that matter.” 


“You seem to know a fair bit about Rashadesh,” you remark casually. “Are you a local or a traveller?” 


“Bit of both, really: I'm a merchant originally from Rashadesh. Oh, I've been all over Allansia - except 
for The Snakelands and the Silur Cha Swamplands, of course - but Port Blacksand, for example....yes, 
even I dared to venture into that City of Thieves. I advanced forth into that den of treacherous scum 
with ten Strongarms as a bodyguard. They were good fighters - but we emerged with only four of our 
number. Not good business there: pirates, cut-throats, and footpads, not to mention the fake trading 
permits they press on you. Gutter thieves or Lord Azzur's city guard? Well, I didn't notice any difference 


"a 


between them! 


You chuckle with the merchant, and discover he deals in alchemical goods. If you wish to examine his 


wares turn to 238. Otherwise, you chat for a little longer, before turning to 93 to retire to bed. 
-351- 


You narrowly evade the bolt, as it slams into the wall behind with a deafening ‘boom!’. However, there 
are more magical projectiles to follow! Roll two dice. If the total is the same or less than your current 
Skill score, you have evaded another lightning bolt. If the total is higher than your Skill score, lose 4 
Stamina points. Repeat this procedure another three times. If you survive this deadly onslaught, turn to 
101. 


-352- 


You halt, deciding to dismount and make camp for the night. You must eat a meal and consume 1 drink 
of water from your flask, and another meal and a drink when you get up - these flatlands are very tiring 
indeed! O'Saldah warns you that you'll be needing a watering hole before tomorrow dawns, otherwise 
you'll both be in trouble. Fortunately, he knows of such a necessity, situated south-east at around twenty 
miles. 


The journey takes you a good part of the day and it is early afternoon when you encounter a group of 
white-robed elderly men, all of whom chant a deep dirge. You cannot make out their words - but you do 
know they're surrounding the well barely seen beyond their forms. Their solemn prayer is unnerving 
you; if you have Society Lore turn to 289. Otherwise, you decide not to risk interrupting their 
meditation, and continue east by turning to 115. 


-353- 


The dart whips past your head, with barely an inch to spare. The two natives begin to chatter with some 
anxiety; even though you cannot translate their dialogue, you know they remain indefinite as to whether 
you're dead or not. If you have Society Lore turn to 390. Otherwise, turn to 30. 


-354- 


A weapon that proves most effective against the Basilisk is its own accursed gaze. It is indeed fortunate 
that you have one in your backpack! Keeping your eyes closed, you hold out the mirror, pointed in the 
direction of the unnerving hissing sound. Then, you hear a savage grunt and dare to re-open your eyes. 
The Basilisk is still there - but with a difference: it has been solidified into stone by it own gaze! 
Regarding the transformed monster, you decide to continue north. 


Turn to 149. 


-355- 


The book is entitled 'Lost Tribes of Jerantai'. You flick through the pages, some of the chapters describing 
the history of this seven hundred year old culture. Then, you discover something that bears some 
relevance to an adventurer such as yourself. The Jerantai built ancient stone temples in certain clearings 
within the Arantis Jungle - although you reckon these to be heavily overgrown by now. They also 
erected four metre high monuments, statues of their various gods, at the foot of which are runes 
resembling the name of the deity. To invoke the help of these mystic statues, you must kneel down and 
pass your right hand twice over these runes then, as the legend goes, you'll be rewarded for your 
reverence. Whenever you come across one of these statues, deduct 10 from the entry you're on and turn 
to that new reference. Make a note of this upon your Adventure Sheet, before either using Snake 
Language Lore (turn to 58) if you have it, or depart the library (turn to 286). 


-356- 


There is barely enough light for you to see your target by. However, you take up your bow and pull the 
string taut. It bites your fingers as you take careful aim at one of the Snake Men. Roll two dice. If the 
total rolled is the same or less than your current Skill score, the arrow hits and penetrates his breastplate, 
straight into the sentry's heart. If the total is higher than your Skill, the arrow whips past his face with 
barely and inch. Hissing in total surprise, he stumbles over his own feet. Before you can take advantage 
of catching them off-guard, the second sentry hefts his spear and grips his shield tightly. 


Turn to 63. 


357 


Your Runes Lore came in use at the previous monument for this is the marker it spoke of. The pyramidal 
column is rather heavy - and it's a good job O'Saldah is here to help heave it up and over on to the leafy 
ground. The hinges creak noisily, causing you to grimace at the ominous sound. You both jump through 
the opening; O'Saldah lights his lantern to determine that you're in a long corridor. You head in a 
northerly direction. Do you have a shield? If so, a crossbow bolt slams into it, as you held it at chest- 
height. Otherwise, test your Luck. If you are lucky, the bolt whistles past you by a mere few inches. If 
you are unlucky, it buries into your side. Lose 1 Skill and 5 Stamina points. If you are still alive, you turn 
to witness O'Saldah cursing the pain in his thigh where a second quarrel has penetrated. 


Turn to 56. 


-358- 


“Where in Titan did you get this?” asks the Hamaekai, intrigued by the valuable scroll. “Hamaskis be 
praised, I've been wanting to lay my hands upon this for the last hundred and fifty years!” You explain 
where you found it and he is held in awe by your words. “Why didn't I think of looking there? Still, I 
must reward you in some way...” 


If you have a sea-shell given to you by a mermaid, he is able to re-vitalize the magic locked within it. 
Restore one particular character attribute to its initial score, that is represented by the shell you have (ie. 


blue - Luck, red - Stamina, gold - Skill). Steeldawn also re-stocks your provisions to the maximum quota. 


Turn to 290. 


-359- 


Although it is rather uncomfortable, you sleep safely aboard the boat. In the morning, you awaken to the 
cheerful sound of birdsong and a welcome easterly breeze that propels your craft along the Eltus 
towards the Snakelands. You must eat a meal from your provisions. Still, it's nice to forget the oars for a 
while! 


Turn to 249. 


-360- 


You both ascend these stairs to the trapdoor. Thankfully, that bolt was the only formality keeping it 
closed. You lift it up to the pleasant fresh air of the outside world. O'Saldah is still recovering from the 
encounter with the Banshee, but insists he'll be alright in a moment. Will you now investigate the tower 
(turn to 108) or instead continue east (turn to 268)? 


-361- 


Roll two dice. If the total is the same or less than your current Skill score, the arrow misses you by a 
hair's breadth. If the total is higher than your Skill, it thuds into your shoulder, causing 1 Skill point and 
4 Stamina points of damage. Turn to 254. 


-362- 


Your heart sinks - the arrow plummets harmlessly into the tangled void of tall grasses. O'Saldah curses 
as he too bears witness to the failure of hunting your food. 
“Never mind,” he smiles, slapping you on the back. Your growling stomach pays no heed, however! 


Turn to 9 to continue east. 


-363- 


The Caarth High Priest has barely taken several fast paces along the bridge, when you shout to him. 
Turning, he witnesses you hacking at the support ropes. He cries out in fear, then composes himself and 
cranes his neck back, evil eyes looking to the sky. 


“Ssith!” he implores. “Oh, great Ssith, our God and Protector, I assk for you to come forth now! 
Come, take my body, and let it be your earthly form for thisss world! Oh, Lord Ssith, we, the race that 
you created, beg you to aid uss in our conquessst of ssouthern Allanssia, and fell the accurssed 
Ssscorpion with your almighty wrath!” 


What happens next you behold with fascinated horror. Grasping a golden amulet hung about his neck, 
Negresh is by no means unanswered. An aura of static and dazzling energy grips his entire body. 
Screaming in agonised pain, the High Priest falls to his knees, still clutching the evil amulet in his 
clawed hand. 


Then, gradually, his whole form begins to grow, ripping apart his clothes and drastically transforming 
his facial features. Now, pure hatred, malice and evil fills his eyes, and he appears much more fearsome 
than before. Standing over eight feet tall and flexing its four muscular arms, the incarnation of Sith roars 
a deafening, terrifying sound that resonates about the chasm and shakes the very ground beneath your 
feet. The horrific gaze of Sith turns upon you. She laughs sadistically at your awe-stricken face: 


“Foolish warrior,” she mocks, “You are out of your depth, Ssscorpion. You have ventured too far 
within my domain to esscape with your life. How could you posssibly even think that you, a lone 
human, could thwart my plansss! Negresh has incurred my wrath from hisss dessparate ssituation - and 
you are the one ressponssible, the warrior that provoked me to anssswer his prayerss! And, I shall now 
reward your ill-timed intervention, Sscorpion...by cutting the sssting from your tail!” 


With that, the incarnation of Sith strides forward, claws the size of long razor-sharp knives, she plans to 
rid the Caarth of you once and for all! If you are wearing an Eye Medallion turn to 214. If you have an 
Ebony Ring, simply reverse entry number that you used on the sorcerer, and turn to that reference. 
Otherwise, you must join battle and hope for the best. If you have the Sword of the Nasqua Queens, add 


2 to your attack strength (and its special power can work against Sith). Because Sith has four arms, she is 
able to have two attacks on you. In the first attack, you may wound her normally if you have the higher 
attack strength. However, in the second, a successful round means you have parried her blow. If you 
have the lower score in either attack, you lose Stamina normally. 


Sith's Incarnation: 
Skill 14 Stamina 25 


If you have a Throwing Knife and wish to use it during combat turn to 78. If you manage to reduce 
Sith's Stamina to 7 points or less, you may either use an Orukk Dagger (turn to 339) or the Arrow of 
Tanzajir (turn to 258). If you continue the combat and somehow defeat this incarnation turn to 42. 


-364- 


Libra, the Goddess of Fortune, smiles upon you. These Caarth riders fail to detect your whereabouts and 
proceed north towards the desert. Breathing a sigh of relief, you wait ten minutes until you follow them 
at a careful, steady pace. 


Turn to 57. 


-365- 


This third creature is with little doubt something originating from the shadowy depths of the Pit itself. It 
stands tall and defiant, vaguely humanoid in stature, with large leathery wings flapping repeatedly 
beating its back. As you stand staring at the blood-redness of its body, it approaches almost immediately 
on cloven hoofs. It seems impatient to flay you with its wicked whip and wields a sword wreathed in 
violent flames, which grows with intensity as this demonic nightmare throws itself at you in a frenzy! 


Fire Demon: 
Skill 10 Stamina 10 


In the first round, your opponent will try to use its whip, then, it will use its evil blade in the next round. 
You must fight the Fire Demon to the death. Should you finally despatch the creature, it changes to yet 
another form - that of a familiar old woman. Now you begin to understand. The 'woman' was actually a 
Changeling, a powerful and chaotic demon-spirit, with the ability to metamorphose into three different 
forms before you can slay it. A most unusual and dangerous being to encounter indeed! The threat truly 
over, will you now investigate the temple (turn to 79) or distrust it as another treacherous trap and 
continue along the river (turn to 199)? 


-366- 


Before the lizard notices you, it turns its gaze to an armadillo that passes by. What happens next is 
sudden and shocking! The unfortunate creature only studies the brown lizard for a moment - before it is 
turned to stone. At once, you remember tales of such monsters: the lizard is a Basilisk! Unlike the 
solidified armadillo, you avert your eyes just in time. 


Turn to 273. 


-367- 


You come to one of the windows in the tower wall. Although you can't see much out of it, you notice a 
golden bracelet upon the sill. It appears quite plain. If you have Magic Artefacts Lore turn to 251. If you 
do not have this Lore, will you slip the bracelet upon your wrist (turn to 27) or leave it on the window- 
sill and continue up the stairs (turn to 211)? 


-368- 


During your journey north, you must consume 1 drink of water from your flask and eat a meal. To the 
north-east, you can see a distant oasis with vultures circling it overhead. If you want to investigate the 
object of the vultures attraction turn to 74. If you decide to continue north turn to 331. 


-369- 


As you inspect the statue carefully, its two long arms suddenly shoot out, catching you full in the face. 
Lose 2 Stamina points for the scratches. Now you must Roll two dice. If the total is the same or less than 
your current Skill score turn to 88. If it is higher than your Skill turn to 133. 


-370- 


You howl out in surprise as you fall head over heels down the steps. Lose 3 Stamina points. Feeling a 
little indignant at such an occurrence, you pick yourself up and dust off your clothes. Another magical 


crystal illuminates the chamber at the foot of the stairs - and you are struck senseless at the sight before 
you. 


Turn to 143. 


-371- 


The following morning you are up with the dawn, determined to reach the desert before the Snake 
People can find you here. It is their country so they have the advantage over you. By late morning, you 
come upon a cluster of strange structures, barring your way ahead. Gradually, getting closer, you 
discover them to be a total of six pyramidal tents, outside each of which is a curious staff. The haft of 
every one of these is covered in blue reptile skin, and placed atop is a human skull! If you have Society 
Lore turn to 328. Otherwise, turn to 119. 


-372- 


The Poisoned Scimitar Inn is a name that doesn't appeal to you - but, then again, you've heard that it is a 
place well worth visiting. A trusted friend of yours mentioned that the inn was very hospitable...so 
pleased with the service was he, that he lodged there for over a week! 


Your short walk to the Poisoned Scimitar is surprisingly uneventful, you had half-expected a group of 
vagabonds to interrupt your progress. However, the inn itself is full to the rafters with regulars, none of 
which seem to be loud-mouthed ruffians. Few eyes turn to view the new arrival. The door bangs shut 
behind you, as you approach the bar. The innkeeper is rather tall, the blond locks of his hair wash down 
over a muscular neck, making him appear as some fierce lion. But appearances can prove deceptive: he 
actually smiles in welcome, even to outsiders. Well, this makes a pleasant change! 


“What'll it be?” he asks in a deep, booming voice. 


You ask for a flagon of ale, which costs you a single gold piece. As it is rather busy in here, all hands 
serving at the bar are constantly swamped by more and more orders. However, you do spy a small, 
empty table towards the back of the room, and you make towards it. You may order some food from 
here: a platter of bread and beef, provided with a free tankard of ale, for 2 Gold Pieces - which restores 4 
Stamina points. 


You notice some punters overlooking a game of some kind. It is a form of entertainment widely played 
throughout northern Allansia: Pin-finger. The object of the game is for one contestant to repeatedly stab 
a sharp-pointed dagger between the splayed fingers of his hand, without injuring himself. He must keep 
a fast pace for at least a minute to win. Should that player stab himself in the process, or miss out one of 
the gaps, then they lose. You are quite surprised to discover such a serious game in a high-class place 
like this. 


Will you approach this table and investigate the game further (turn to 46) or decide against staying up 
for too long and retire to bed (turn to 257)? 


-373- 


Besides their weapons, which you ignore, the headhunters also possess a total of four oranges and a 
heavy panther of sparkling green jade. The fruit supplies you with a total of two meals. You examine the 
panther further. If you have Magic Artefacts Lore turn to 259. Otherwise, you may pack it away and 
must shift the bush aside from the trail. If you are wearing Leather Gloves turn to 122. Otherwise, turn 
to 344. 


-374- 


As soon as present the Runic Teeth, her eyes light up. She can barely contain her excitement and clasps 
the box close to her chest, breath coming deeply. Even if you don't have Snake Language Lore, you can 
tell that she has recovered her lost property - thanks to you! That Hagasith Knight must have been swine 
enough to steal from even his own kind. She then places both clawed, scaly hands upon your chest, and 
begins an incantation that lasts for several seconds. Suddenly, an energy of such warmth and vigour 
revitalizes your body. Regain 1 Skill point and all your Stamina points! Bowing to you, the Snake 
Woman points to a bed in the far corner. Weary, you trust this elderly Caarth and slump down on the 
bunk. 


Turn to 81. 


-375- 


Notching an arrow to the bow, you take up the weapon and quickly aim before releasing the bowstring. 
The missile speeds towards one of the advancing, growling figures. It thuds into its chest. The attacker 
staggers, then, to your horror, it pulls the arrow out by the shaft. Snapping it in two, it flings the broken 
pieces aside, before continuing the assault. 


Turn to 32. 


-376- 


As the Sentinel stomps towards you, bravely you stand your ground, ready to receive its attack. Your 
bold action deserves you credit - but, despite this bravado, even you know that your trusty weapon has 
limited effect upon the rock-hard form of this Sentinel. It hefts its longsword and chops down; you 
barely manage to evade this strike. You can't keep ducking and weaving like this forever. The Sentinel 
does not tire, but you do. The situation is helpless. In the end, that one last scything blow from its razor- 
edged sword decapitates you. There are perhaps worse ways of dying - but your adventure ends here. 


-377- 


You must fight all these Aardwolves at the same time! They are fierce and starving: nothing is going to 
stop them except your expertise with a sword: 


1st Aardwolf: 
Skill 7 Stamina 7 

2nd Aardwolf: 
Skill 7 Stamina 8& 

3rd Aardwolf: 
Skill 8 Stamina 7 


You cannot escape this combat, for these natural predators would soon catch up with you. If you win, 
you find it difficult to return to sleep in a hostile world that is Allansia. 


Turn to 333. 


-378- 


The blade is a magical weapon known as an Orukk Dagger. This, when thrown, will guarantee the 
success of you hitting your intended target. Whenever you are given the opportunity to use a bow, you 
may instead throw the Orukk Dagger. Do not roll against current Skill as it will automatically kill one 
opponent - but cannot be re-claimed until the fight is ended. However, if you assail a wizard or mage 
with the Orukk Dagger, they could well taint its powers and control its flight towards you! Therefore, if 
you decide to keep this, only use it against non-magical adversaries. You wear the Orukk Dagger in your 
belt as 1 Item. Now, if you have Runes Lore turn to 335. Otherwise, turn to 368 to continue north. 


-379- 


After progressing through the thick jungle for ten minutes you come upon a large rock of granite. The 
huge edifice overshadows you, its dark and daunting appearance check your advancing steps. Set into 
the rock face is a wide and tall cave mouth, both dark and foreboding. Situated before this is a large pool 
of clear water. Cautiously, you walk further in small, tentative steps. The water seems to be fresh 
enough; several plants growing around it proves that. Pleased at having found a supply of water, you 
approach the pool, all the while keeping a vigilant gaze upon the cave. Your precaution pays off when, 
suddenly, a tremendous and heavy roar issues forth from its dark depths! What happens next leaves 
you open-mouthed in awe. Several heads emerge on snaky, writhing necks, razor-teeth filled maws 
hissing and snapping shut when they lay eyes upon you. The body of the Hydra follows close behind. It 


is reptilian in appearance and has brown-green coloured scales. This beast is truly worthy of being 
crowned King of all the Arantis Jungle! Emitting another death-defying bellow, the leviathan begins to 
advance slowly towards you. If you have a bow and wish to use it here turn to 21. Otherwise, if you 
wish to attack the hellish monster with your close combat weapon, turn to 330. 


-380- 


You find 4 Gold Pieces in the pockets of the thieves, plus another 4 within a satchel bag, alongside two 
items: a throwing knife and a phial of clear coloured liquid. You swirl it around; it does nothing to tell 
you the nature of the substance. Any time you wish to try the unknown liquid, turn to 139, unless you 
are in battle or attempting something equally as strenuous. However, you must remember to make a 
note of the entry you're on at the time. To leave Rashadesh, turn to 274. 


-381- 


This strange creature is a Caliss and a predator of the jungle. It has the ability to leap amazing distances 
at lightning speed and can drop upon its prey from tree branches. This one decided not to venture too 
near to the flames of your fire; it is vulnerable to the element, for its flexible body is easily inflammable. 
Caliss feed off corpses by landing on them and inserting tendrils into the dead flesh. Thus, it drinks 
blood to keep itself alive, like some bizarre vampire! However, before the creature can assail you, you 
stamp on the ground and shout at it. The Caliss, much disturbed by the vibrations, leaps away into 
darkness. Breathing a sigh of relief, mentally you thank one of your adventuring friends for his 
informative tales of the deadly Caliss. 


Turn to 234. 


-382- 


The liquid is a Potion of Invulnerability. It protects you against injury inflicted by weapons and magic. 
Whenever you are struck, roll one die: if you roll 1-3, half the loss of Stamina damage by half (rounding 
fractions down). A roll of 4-6 will mean you suffer no damage at all! Also, you needn't reduce your Skill 
whatever the outcome. However, this potion is effective only for the next three combats, after which the 
magic wears off. Now, turn back to the entry you previously came from. 


-383- 


Your knowledge of Runes is fairly limited as far as this scroll is concerned, but you can decipher enough 
to determine these words came from a Hamakei. Such a scholar uncommonly found nowadays; they 
prefer to live alone, as recluses, revising various histories and performing difficult experiments. Such 
hermits are highly intelligent - their magical powers equal to that of Grand Wizards - for they are the 
remnants of a more mystical age. Perhaps, if you found such a sorcerer, then a reward wouldn't go 
amiss. You pack away the Runic Scroll and leave this foul-smelling cellar. 


Turn to 73. 


-384- 


There are three Desert Wolves here. The first pounces like lightning - but your arrow finds its mark 
before the gnashing teeth have a chance to maim you. The beast crashes to the sandy floor, legs 
thrashing empty air in its death throes, then is still. The other Desert Wolves continue to attack you 
together. In the first round, you must fight the first Wolf as normal, then fight the second in the 
following round. If you have the higher attack strength against this second opponent, it only means you 
have evaded its attack. If it has the higher attack strength, you lose Stamina as normal. 


1st Desert Wolf: 
Skill 8 Stamina9 

2nd Desert Wolf: 
Skill 8 Stamina 10 


You cannot escape this combat. If you win, turn to 6. 


-385- 


You nock an arrow to the bowstring and pull it to your lips. The Banshee suddenly leaps forwards, 
disturbing your aim. Roll two dice and add 2 to the throw. If the total rolled is the same or less than 
your current Skill score, your arrow buries itself in the horror's stomach. Her screeching wavers in pitch, 
but continues. When you fight the Banshee, reduce her Stamina by 4 points. 


Turn to 159. 


-386- 


The quarrel is poorly aimed and fails to wound you. Cursing your luck, the Hagasith militant knight 
draws a mace from his belt. 


Turn to 345. 


-387- 


You quickly search the repulsive body of the Sea Troll. Save for some disgusting half-eaten remains of a 
decaying fish, you realise that this creature sensibly kept its more valuable possessions within some 
underwater cave. However, you do find a shark's teeth necklace about the Troll's neck. You examine this 
further. If you have Magic Artefacts Lore turn to 41. Otherwise, you must decide whether to wear this 
necklace or throw it overboard, together with the Troll's corpse, and continue your journey (turn to 154). 


-388- 


This is one of the various nomadic groups which often travels the sandy wastes of the Desert of Skulls. 
Derived from barbarian tribes, they have little knowledge of the Arantis scriptures and dialect. They are 
a hardened and simple folk, due to their way of living. You know that they despise the Snake People - 
and perhaps it was these tough warriors who killed the Jestrali carrying this scroll they wish translated. 
They are the matched equal of any Caarth, but remain stoutly suspicious of meeting other travellers, 
especially those that are armed. They prefer to keep to their own, distrusting most civilised settlements. 
Now, if you have Runes Lore turn to 178. If you have Snake Language Lore turn to 222. If you have 
neither, or wish to leave these nomads alone, turn to 301 to head east. 


-389- 


The root continues to climb up and around your body, progressing higher and higher. There's nothing 
for it but to break free and hack at the creeping thing. The sorcerer begins to cackle fiendishly whilst 
witnessing your struggles. 


Strangling Root: 
Skill 7 Stamina 0 (see below) 


This combat must be fought for a total of five rounds before you are able to free yourself. For every 
attack round, despite the outcome, you must automatically lose 1 Stamina point. Should the Root win a 
round, you lose an extra Stamina point. If you manage to survive this spell turn to 151. 


-390- 


Past experience of traversing dark regions of jungle now becomes invaluable. Such natives, of most 
tribes, merely wish to kill for invasion of their territory. As long as you lie still and pretend to be dead, 
they might leave you alone. Sure enough, your knowledge pays off. After two minutes have passed, 
their strange chattering recedes into the distance. Breathing a sigh of relief for your near escape, you 
continue east. 


Turn to 75. 


-391- 


The lack of wind today causes you to tire easily at the oars. That foul assassin you killed must have 
powered his craft by a dark magic. Why is it, you ask yourself, that the forces of Evil have everything so 
easy? You pray to Pangara to wane the weather in your favour - or you'll be in no fit state to combat the 
trials of S'turrak! 


Instead, it seems as if Galana, Goddess of plants and fertility, answers your plight when you spot a 
rather strange bloom indeed. It resembles something like a black-lotus flower, but has shades of purple 
streaked along parts of the petals. If you have South Allansian Lore turn to 123. Otherwise, you continue 
past it by turning to 113. 


-392- 


Although you fear camping outside in the Snakelands, you distrust even more its inhabitants. 
Thankfully, you remain safe and undisturbed during the night - but you sense something is wrong. 
Checking your equipment, you discover that half your gold and your water flask have disappeared. 
Also, delete the first and second items listed on your Backpack Equipment list. Frantically, you look 
around for your lost property, but in vain. It must be these accursed mischievous sprites that sometimes 
haunt such places! 


To continue, turn to 98. 


-393- 


The horseshoe is a lucky charm; gain 2 Luck points, as you pocket the mysterious artefact. You continue 
east. 


Turn to 137. 
-394- 


The sorcerer is open-mouthed in shock at your difficult victory over his Golem guardian. With grim 
reluctance, slowly he draws a scimitar hanging at his belt, hissing simultaneously to the steel scraping 
on bronze scabbard, as if he were savouring this moment with relish. Then again, he could be uncertain 
of your abilities. Havoc staff raised in his right hand, and sword gripped in his left, he takes three steps 
forward before you leap to join battle! 


High Priest's Sorcerer: 
Skill 12 Stamina 16 


You cannot escape this combat: this is a deadly fight to the end! The sorcerer fights with tremendous 
skill and ferocity, and shall not yield until death succumbs him. If you win, you look down upon his 
bloodied corpse. You feel proud and relieved to have eliminated one of the most powerful denizens of 
S'turrak! Without wasting precious time, you hurriedly ascend the wide stone steps to the exit that is 
enshrouded in darkness. Test your Luck. If you are lucky turn to 176. If you are unlucky turn to 126. 


-395- 
You remain vigilant in case outlaws might be using this solitary place as a base. However, no danger 
presents itself as you approach the door. You hear shuffling noises within. Slowly, you turn the rusted 
handle and peer round the door to discover a single, ramshackle room, littered with all kinds of rubbish. 
The bed in the right hand corner hasn't been tidied. Then, a whimpering sound draws your attention to 
the other end of the hut. Cringing there, in the corner, is an elderly man dressed in ragged clothes. His 
grey-white beard is scruffy and bears stains of some kind. His eyes widen as you advance cautiously 
towards him, hands raised in a gesture of peace. In spite of your kind words, he yells in fear: 
“Go, just go, leave me be! I warn you!” 


“Calm down,” you reply softly, “I'm not here to hurt you. What is the matter?” 


“Didn't you see the painted sign on the door?” he wails in despair. “Now you'll have it too - it's 
contagious!” 


“What!” you exclaim in fear. “A sickness, what-?” 
“Get out! Flee this place of misery and suffering!” 


Test your Luck. If you are lucky, you do as he says, making fast for the boat and shove off and away 
from the plagued area (turn to 232). If you are unlucky, the illness affects you as well. As you run, your 


head is suddenly overcome with dizziness. You fall, your legs weak and useless. It is not long before 
your arms are rendered powerless. The old man looks down at you from the doorway, shaking his head 
in sympathy at your state. He explains that he's had this mysterious illness for some weeks; it's not 
necessarily fatal. But one thing's for certain: your mission is at an end. By the time you recover, Arantis 
shall be lost. 


-396- 


As soon as you take the shell, a sense of good feeling enters your mind. Regain all lost Luck points! The 
Mermaid says the shell is your reward for returning the necklace (delete the Sharks Teeth Necklace from 
your equipment). Then, she dives into the water and disappears from sight. 


Turn to 77. 


-397- 


You suddenly leap out from behind the sheets. A noise has awoken you...whirling round to confront 
you is a shadowy figure - a thief - who has been pilfering your backpack! There is no time to use a bow, 
if you have one. He rushes you with a short-sword, and soon discover he wields it expertly. 


Turn to 299. 


-398- 


The corridor ends at a door. It is unlocked and you push it open into a large guard-room. There are two 
Caarth in here, they offer you little more than a glance. You notice several casks of a strong brew which 
the Snake Men occasionally help themselves to. If you have any Ground Void Flower, you may use it 


here, if you wish, by turning immediately to 217. Otherwise, you purposefully cross the floor in heavy 


strides and investigate the archway opposite the entrance: it leads into an antechamber. The other door 
to the north creaks open and a burly guard enters, clutching a halberd. You recognise him to be a 
Serjeant, the rank below Captain. He sees you hanging around and hisses something at you. If you have 
Snake Language Lore tum to 31. Otherwise, turn to 109. 

-399- 


You avoid all the beams, and breathe a sigh of relief as you venture into the archway opposite. 


Turn to 71. 


-400- 


Word of your decisive victory spreads like wildfire. The citizens start rejoicing in the streets and herald 
you a true hero. Back home, your brother prepares a tasty celebratory supper. During the meal, he 
suggests that you should begin writing your memoirs, every one of your daring escapes and 
adventuring exploits. And your perilous mission to S'turrak would require a large chapter. 


However, you feel a pang of concern whenever you look into the rising sun. The Snake People have 
experienced unrest within their empire before: perhaps they can survive even this major set-back? A 
consultation with the High Priest of Kaynlesh-Ma sets about strengthening the defences of Arantis. A 
powerful fleet of galleons, man-o-wars, and urcas is soon sailing the western and southern seas of your 
country. They all carry deadly weapons that the carpenters and ironworks have broken their backs to 
produce. Six months following your Grand Victory, as it has come to be known, you are inspecting one 
of these ships as the Lord Constable of Kaynlesh-Ma. Furthermore, you organise pathfinder scouts to 
learn more about the Arantis Jungle, the Desert of Skulls, and even the Snakelands: all information 
gleaned would be considered useful should any war with the Caarth arise - you do not give the Snake 
People one inch. 


Terrenul has also been busy. Your friend sets about sending fellow wizards to the Snakelands and 
Swamplands of Silur-Cha, to spread slander and discord amongst the populace there. With any luck, 
Snake Men and Lizard Men will be too busy fighting each other to concern themselves with Arantis. 
Terrenul remarks such subterfuge should keep the hostiles occupied for another century or so. And it is 
a thought well-profound: the two races are always at each others’ throats for control of territory. What's 
more, they worship evil but different Gods - two evils don't make a right, as the saying goes. 


You remain Lord Constable for many years, but occasionally set off on adventures, ever the restless lust 
for ridding Allansia of its evil mages, dark necromancers, and terrifying monsters. Every time you 
return to your post in the city, your fame and fortune continues to grow...but so does your age. As an 
old man, surrounded by legend and wealth, you have your memoirs to complete: the Legends of 
Snakeland Scorpion! 


